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PREFACE

The Structure of t.e Intellect curriculum provides a
unique, qualitatively different program which is
desigied to meet the needs of individual students.

It challenges students to perceive, to brainstorm,

and to make judgments and decisions. The curriculum
€ncourages students to approach problems in a signifi-
cantly different way, to be creative, and to enjoy the
pleasure of using their minds effectively in the think-
ing process.

It is hoped that through the use of the materials in
this guide the intellectual abilities of the MGM stu-
dents wil)] be developed and their intellectual poten-
tial realized. :

Lpetr 7

Scott C, G .ay
Assistant Superintendent
Student Services Division
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INTRODUCTION

STRUCTURE OF THE INTELLECT: WHAT IS IT?

Structure of the Intellect (SOI) provides a system of testing, prescribing,
and teaching based upon the division of intellectual ability into specific
tactors. J. P. Guilford's model of intelligence (SI) divided intellectual
ability into three major dimensions: operations, contents, and products.
Later, Dr. Mary Meeker refined Guilford's model into additional dimensions,
and she developed an assessment instrument and curriculum for each operations
(process) dimernsion. The factors comprising the Structure of the Intellect,
as adapted from descriptions developed by Creative Prescriptions Unlimited at

East Whittier, California, are presented below.

Major Processes (operations of the mind upon raw materials of information)

Code Title Description

C Cognition The most basic of the operations, it includes discovery,
awareness, rediscovery, or recognition of information in
various forms; comprehension; and understanding.

M Memory Retention of information in any form. fne of the easiest
of the operations to train.

. ' N Convergent Generationof information from given information where the
Production emphasis is upon reproducing conventionally accepted best
answers or outcomes. Most school work is convergent
production,

D Divergent Generation of information from given information where the
Production emphasis is upon the variety and quality of answers. This
operation is closely related to the creative process.
Fluency, flexibility, and originality are important com-
ponents of this operation.

3t

Evaluation Reaching decisions or making judgments concerning the cor-
rectness, suitability, -adequacy, and desirability of infor-
mation in terms of identity, consistency, and goal
satisfaction. An area that is frequently overlooled
in our schools. Teachers tend to make decisions for:
students, robbing them of the opportunity to make their
own, '

wontents (general varieties of information)

Code Title Description

K Figural Information ‘n a concrete form, visual, auditory, or kines-
Content thetic. 4 very important component for beginning learners.
. S Symbol ic Information in the form of signs, having no significance in

Content and of themselves, such as letters, numerals, and musical

notes. Relates to coding. Math is high in symbolic ccntent.
, ,
. &




M Semantic luformation in the form of meanings to which words com-
GContent monly become attached; most notable in verbal thinking
and reading. Deals with the abstract.

B Behavioral Information cssentially nonverbal, involved in human
Content interactions where awareness of attitudes, need, desires,
intenttons, thought, and su on of other processes is
important. (Behavioral content is not a part of this
puide.)

Products (results obtained through the intellect's processing of intormation)

Code Litle Description
§ nits Deals with the perception of single icems such as one

figure, symbol, or word.

C Classes [tems of information grouped by common properties.
Classes are made up of units.

R Relations Recopnized connections between units of information based
upon variables that apply to them.

S Svstems Organized items of information; complexes of interrelated
or interacting parts. Sequences in mathematical opera-
tions or structure of language represent systems.

T lranstor- An abstract areva; involves chapges in existing or known
mat ions information, or in ite use, requiring the redefinition or
modification of information. .
l Implica- The most abstract of the products area and one that_is
tions diflficult to convey. Deals with cause and effect; works
with known information and its relationship with the
unknown. i

Charts 1-5 on the following pages present curriculum activities based on the
SO0 program. The trigrams for ecach cell (activity) are coded on activity
pages for cach of the five SOl operiations.

The SOU Learning Abilities Test is used to assess the intellectual abilities
of ecch student, and testing results are used to prepare an individual profile
and prescription for cach student. The profile illustrates the student's
strengths and weaknesses | and the prescription states a plan to follow for
remediation.  The remediation plan pairs a  weakness with an area of strength
and curriulum developed for the appropriate factors of SOI is recommended.

b

[n summary, SO0 is a program which identifies intellectual strengths and weak-
nesses and offers the opportunity to utilize teaching strategies and materials
with the greatest potential for ecacn student's learning abilitlies.

4




WHY SOI FOR CIFTED STUDENTS?

kWhere are the gifted? A student is identified as "gifted" and is placed in a
special class designed to meet his/her special needs, but to what extent are

- teachers able to determine the strengths and needs of the student? All too
often educators assume that because a student does so many things so well there
are no weaknesses, for the student is only seen in comparison with others.

Then there is the student who has been identified as gifted, but of whom
teachers ask "How is he/she gifted?" when the student barely functions at grade
level in academic achievement. How do teachers help these students? What are
the true strengths of the student who seemingly does everything so well? When
the IQ score seems to be a paradox, how can the student's gifts be discovered?
How does a teacher plan a program to meet the needs of a student based on a
score measuring IQ?

Through the use of the SOI program, teachers obtain more than an IQ score, A
profile on a student identifies the strengths and weaknesses of his intellec-
tual abilities. With an SOI assessment the teaches can determine how the
student learns and, as a teacher, more fully understand the seemingly para-
doxical student. Further, the prescription provides a -plan accompanied by
recommended tasks which can be used to improve the student's level of thinking
and strengthen problem-solving abilities, Additionally, the SOI Institute has
recently developed an SOI Screening Form for Gifted, The form consists of sub-
tests from the SOI Learning Abilities Test on which gifted students most
consistently score three years or more above giade level. More information may
be obtained from the SOI Institute.

If teachers recognize that gifted students have special needs, then teachers
must also recognize that these needs can only be met when the students are
offered a program that is "qualitatively different" from that being offered in
the regular school curriculum. S0OI provides such a program. It challenges
students to perceive, to bralnstorm, and to make sound judgments and decisions.
It encourages students to approach problems in a significantly different way,
to be creative, and to enjoy the pleasure of using their minds effectively in
the thinking process.

The careers our students will undertake and the problems they will encounter
when they join the labor force are unknown. Teachers' goals then must be not
only to give students the "survival skilis" for that world, but to teach them
how to use their decision-making skills to solve the problems they will face
in the complex societies of the future.

PURPOSE CF THIS GUIDE

SOI was first utilized in the San Diego City Schools Gifted Program as a pilot
program at Loma Portal and Lief Ericson Elementary Schools, in 1976-77. Inter-
est in developing other SOI programs has developed as a result of these two
programs and the inservice programs provided.

Many questions have arisen regarding the implementation of SOI in the classronom,
This guide has been written in response to those questions in the hope that it
can be used to facilitate the development of SOI programs in this district and

e lsewhere. :

5] )




lhe guide's major emphasis is not on theory, but on the "how to" aspects of
the program. Those who are interested in more in-depth background on the SOI
flodel may wish to read Thne Structure of Intellect: [ts Interpretations and

Jget by Mary Nacol Meeker.

The suguyestions for the use of SOI presented in this guide are just that, sug-
gestions. Each teacher faces a unique situation in the classroom and will need
to determine what materials can be adapted to each classroom.

[t is hoped that, as teachers read this guide, they will develop a basic under-

standing of SOI, be - ome aware of methods of implementing an SOI program, and
will utilize references and resources in the implementation process.

L1 @




A

"¢ COGNTTION ACTIVITIES GRID
(Bivom's Comprehension)

CFr--rotat. form board
CFT--paper cutting

CST-%--spnonerism
C8T--buried words

CUIL¥ORD'S (Comprehending with Meaning Beyond Perception)
OPERATION: :
FIGURAL (F) SYMBOLIC (S) SEMANTIC (M)
FRODUCTS Objects and Shapes Numbers and Signs Words and Ideas
CFU-A--auditory perception CSU--word matching CMU--vocabulary matching
ll CFU-V--recognizii.g shapes CSU-V--scrambled words CMU--definitions
Units CFU-V--visual closure cSli~V--crossword puzzles CMU--word definition
(SU-V--mi sspelled words '
to correct
CFC- -picture class £SC--aiphabetizing CMC--classes of product
Classos (: CFC--taste, smell, touch CSC--litter grouping words, ideas
s | cF¢--(Jassification of cSC--lettes, even-odd CMC--word classes
figuras CMC--word, card, lists
CFR--what goes together CSR--coding reading CMR--word analogies
CFR--match shape to form (SR--code-decipher CMR--word relationships
Relat fons l‘ CFR--figure~ground CSR--code symbol decipher CMR--oppusites
\ CFR--dot~to-dot CSR--word matching CMR--word comparison
CSR--word relationship
CF$-A--auditory perceptual CSS--alphabetizing CMS--comnand sequence
rhythm CSS-V--number/letter series CMS--money sequence
Syst ems !; CF$--pattern repetition C&S-V--number series CMS--arithmetic reasoning
T CF$--repetition of verbal
patterns
CFS--puzzle arrangement
CFT--figure rotat. rel. (CST--spoonerism CMT--synonymus
o ons 1[ CFl--cognition of fig. rot. CST--reading backwards CMTI--rebus symbols

CMT--word transfers

Jmpl feations

CFI--maze tracing
CFI--planning ahead
CFi--fipure; pick-up-sticks

CsI--number concepts
CSI--block puzzle
C5I--number puzzle

CMI~-reasoning
CMI--implications
CMT--alike and different
CMI--paragraph implications

From:

M.ooker, M., .md Sexton, K.

0T Abilities

Workbooks , LoyolaJﬁhiversity, Los Angeles 90045..
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GUILFORD'S
OPERATLON:

CHART .

"M" MEMORY ACTIVITIES GRID
(Bloom's Knowledge)
(Retrieval of Stored Information)

PRODUCTS

FIGURAL (F)
Objects and Shapes

SYMBOLIC (S)
Numbers and Signs

SEMANTIC (M)
Words and Ideas

Units lj

MFU--mgmory of objects
MFU--map memory
MFU--memory for figures

MSU--Morse code
MSU--memory of letters/fs
MSU--digit recall

MMU--memory of words
MMU--memory flash cards
MMU--def initions
MMU--memory of pilctures
MMU--A&V-memory of words

Classes (:

MFC--memory for classes
MFC--recall of classes

MSC--memory of word
classification

MSC~--memory of numbers

MSC--memory of number
classes

MMC--memory of classes
MMC--memory of " and words
MMC--memory of classes

Retat ions l‘

MFR--study and recall, pos.
MFR--placement memory
MFR--memory of paired fig.

MSR--memory of letter ser.
MSR--memory of names
MSC--memory of words/
numbers
MSR--mnemonics

MMR--antonyms
MMR--anaiogies
MMR-~word and symbol memory

Systoms S

—— e e -

MFS--memory of positions

MES=—mem. of seq. positions

MFS=-memory of positions

MES=A--mem. of rhythms

MES=V==mem, or pos. (blocks
page, designs)

MSS~-A--digit recall

MSS-A--nonsense words

MSS-A--memory for musical
noc.es

MMS~-following directions
MMS--calendar and weather
MMS--gossip game
MMS--story comprehension
MMS--days of week

ranstormat ions 1[

MFI-~memory of transform.
MFT--kaleldoscope
MFT--block patterns
MFT--paper folding
MFT--picture rotations

MST--misspelled wqrds
MST--hidden words
MST--word transformation
MST--number reversals

MMT--homonyms
MMT--homonyms and meaning
MMT--~-homonyms 1in sentences

Tmplications l

MFI--object recall
MFI--figure recall

MSI--multiplication tables
MSI--arithmetic
MST--arithmetic sentences
MSI--auditory arithmetic
MSI--arithmetic sentences

MMI--memory for implic.

MMI~--con. btwn elem. inf.

MMI--match job descriptions
with characters in
book

R I"r()l'TV(et_‘ku‘r, M.,y and

Sexton, K. SO Abilitics Workbo

. Loyola University, Los Angeles

90045,

1_J




GULLFORD'S
OPERATLON:

) s

"N CONVERGENT PRODUCTION ACTIVITIES GRID
(Bluom's Knowledge, Synthesis, Application)
(Probiem-Solving for Unique Correct Answer)

PRODUCTS

FIGURAL (F)
Objects and Shapes

SYMBOLIC (S)
Numbers and Signs

SEMANTIC (M)
Words and Ideas

Units

NFU--consrruntion—reprod.
NFU--writing copy name
NFU-~configuration
NFU-(V.M.)—-copy signs

NSU--digit to symbol

NMU--name, picture groups
NMU--name, word groups
NMU--contractions

Classes

NFC--clas. of shapes and
1ts

NFC--picture classifica.

NFC--cut and paste shapes

NFC--clas. accord. to shape

NSC--nonsense words to
class.

NSC--class. nonsense words

NSC--class. operation-math

NSC--classify shapes

NMC--word classification
NMC~-classify word groups
NMC--job classification

Relations

NFR--form board maripula.
NFR-VK--sequence of size
NFR~-typing bow
NFR--block construction
NFR--picture sequence

NSR~-symbol classification
NSR--core translation
NSR--symbol relationship

NMR--verbal analogies
NMR--parts of speech
NMR--antonyms and synonyms

Svstems

NFS—-design reproductio:n
NFS--bead stringing
NFS-~-map copying
NFS--copy color wheel
NFS--design reproduction

NSS--word changes
NSS--alphabetizing

NMS--cartoon sequencing
NMS~--sequencing
NMS--time sequencing
NMS-~-scrambled sentences

Transtformations

NFT--camouflaged objects
NFT--camouf laged highlights

NST--camouflage (buried
words)
NST--magic square numbers

NMT--new uses--flw clues
NMT--composite stories
NMT--reconcile opposites
NMT--daffynitions and
malapropisms

luplications

NFI--picture completion
NFI--map completion

NSI--algebra~--fill in
missing number

NMI-~deduced implications
NMI--what would you do
NMI--gequence association
NMI--deductions

From:

Meeker, M., and Sexton, K.

S0I Abilities Workbooks, Loyola University, Los Angeles

90045,
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GUILFORD'S
OPERATION

CHART 4

"D" DIVERGENT PRODUCTION ACT:iVITIES GRID
(Bloom's Synthesis, Application)
(Creative Problem-Solving)

PRODUCTS

FIGURAL (F)
Objects and Shapes

SYMBOLIC (S)
Numbers and Signs

SEMANTIC (M)
Words and Ideas

Units lj

DFU--elaboration-make many‘
designs[from figures

]
[

DSU--create words
DSU--vocabulary development
DSU--vocabulary
DSU--vocabulary building

DMU--unusual uses-broad

categories
DMU--crective titles
DMU--rapid retrieval
DMU~-1ideas

Classes (:

DFC--regroup and reclass.
DFC--group fig. {into class.
DFC--group letters into
classification
DFC--classification of
figures open-ended

DSC--alpha. classification

DSC--word clascsification

DSC--numeral classification

DSC---classify words in
various ways

MC--codes, various uses
DMC--word building
DMC--1idea classification
DMC--creative word collages
DMC--word classification

Relations I‘

DFR--art faces
DFR--tie dye designs
DFR--create drawing
DFR--create a toy

DSR--initials
DSR--computation
DSR--math wheels
DSR--math computatlon

DMR~~rhyme production
DMR--creative poetry

Systems S

DFS--art—conétruction
DFS--block canstruction
DFS--art designs
DFS--monugrams

DFS-~-art collbges

DSS--sentence construction
D5S--marh-base system
DSS--money systems
DSS---equations

DMS--sentence building
DMS--scrambled sentences

Transformations T

DFT--scribble drawing
DFT--~elaboration on shapes
DFT--manip. of shapes

DST--vacabulary building
change letters
DST--make words from big

words
DST--problem-solving

DMT--riddles
DMT--cartoon responses
DMT--consequences
DMT--prouverbs

DMT~--new endings to old stories

DFI-—elab.~creative/non
DFI--dec. in diff. ways

DST-~equations-make
DSI--new ones

DMI--impl. to stories
DMI--planning

I'mplications I DFI--imag. drawings DSI--chemistry DMI--problem-solving
DFI--geo. drawings DMI--semantic/sym. elab.
DMI--creative writing
From:  Mecker, M., and Sexton, K. SOI Abilities Wori:books, Loyola University, Los Angeles 90045.
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SOI Coloring Book, SOI Institute, 214 Main Street, E1 Segundo, CA 90245

¢ F ®s M @
EFU ESU EMU
. Figural Similarities Letter Discrimination Match Pictures and Words
U Picture Differences Letter Patterns Destriptions
Figure-Ground- Visual -Discrimination
Letter, Count Symbols
EFC ESC EMC
R Picture Classification Phonics Match Judging C]ass.ques.
C Classification, Color & Sound Letter & Number Classification Concept Classification
Taste, Similarities and Classification of Animals
Differences or Plants
EFR ESR CMR
Form Relations, Alike/Different Equations ' Color Rhymes
> R Form Discrimination Word Pairs Related Words
o ‘ Nonsense tlord Pairs Verbal Analysis
et Rank Continuance Verbal Analogies
- R -
— T .
53 EFS ESS EMS
g Construction of Picture Judging Which Letter or Sentence Construction
> S Segences Number Series Do Not Comprehension
w Sequence, Color and S:ades Belong Verbal Absurdities
EFT EST EMT
T Figure Rotatiom Jumbled Words Cartoon Punch Lines
% Word Transformations
Pantomimes
EFI ESI EMI
| Mazes Abbreviations Logical Leductions
Letter Consistency
Map Reasoning
g : - T t :E.t




ASSESSMENT OF INTELLECTUAL ABILITY

The tive SOI processes (cognition, memory, econvergent productic , Jdivergent
production, and evaluation) can be ut{lized without the individuai student
profiles. However, the use of the SO profiles enables the teacher to identify
curriculum for studeuts on the basis of their needs. SOI profiles can be
obtained by adninistering the SOI Learning Abilities Test or by analyzing
standardized intellipgence tests through the use of SOI templates. Templates
for the Binet and the WISC-R are available from the SOl Institute. A profile
obtained from the SOI Learning Abilities Test will be more complete and com-
prehensive than one obtained from a standardized IQ test. The SOI test is
designed to test 90 intellectual abilities, whereas the Binet can be trans-
lated into 53 and the WISC-R into 26 (with no factors in divergent production),

The SUL Learning Abilities Test may be easily administered in the classroom to
a group of students. It is pot desirable to ask students to complete the test
in one sitting, particularly younger children. Teachers are urged to take the
test themselves before administering it to their students.

The Learning Abilities Test, along with complete instructions for administer-
ing and scoring, is available from the SOI Institute. See the "Teaching
Resources” section of this guide for a list of Institute materials and
services, :

A sample Profile Derivation Work Sheet is presented on the following pages.

Scoring the test {s simple with the exception of those areas concerned with
originality in divergent production. When scoring originality teachers will
be'judging responses which will be unique to their classes, and they may wish
to consider a tally of the responses to eliminate those that are not original.

Templates for scoring the test are not available but can be easily made by
using a blank copy of the test and cutting out the boxes which correspond to
the correct answers and placing it on top of the student's answers. The stu-
dent's profile can be plotted by using the Profile Derivation Work Sheet. The
computation must be done for each student and will take some time to complete.
A profile And prescription can also be obtained by sending the test to the $OI
Institute. The computer print-out, although time-saving for the teacher,
involves an additional cost factor.

PREPARATION OF THE SOI PRESCRIPTION

Once a profile has been made for a student and his/her strengths and weak-
nesses are known, a prescription is prepared. If the computer print-out was
used, the prescription {s included. Teachers who plot the profile will also
need to prepare the prescription. The prescription is made by pairing a
strength with a weakness. The area of strength {s used to assist in remedia-
tton. For example, in Chart 6 on page 15, the student is strong In Memory (8)
but very weak in Transformation (2).  MFT (Memory-Figural Content-Transforma-~
tions), MST (Memory-Symbolic Content-Transformation), and MMT (Memory-Semantie
Content-Transformation) tasks would be prescribed for this student.

’
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' Subtest
PROFILE ‘HVATION WORKSHEET: PART | . Rawo " Adjusted Wea&-Strength

Use thic section to determine individual strengths Scores - Score  Percentage Index
and weaknesses in terms of: SPECIFIC SOI ABILITIES . A\ v v v
UDFU—f__ )+ (DFU-s___)+(DFU—t___j+(u »—=N+ 7T = =8 TOFUL
[(DMU—f____ )+ (Df"" W' )} +1785 = -8 =DMU.... _
(CFU = 2.0) = - 8 =CFU.... ____
(CMU =+ 3.75) = + 8 = CMU -
(CFS =+ 3.25) = + 8 = CFS..... -
(CFT + 3.25) = + 8 = CFT..... -
(CMR + 3.125) = + 8 = CMR -
(CMS + 2.625) = + 8 = CMS -
(DSR—f___) +(DSR—s**____)+(pw ' ——=N*2325 =__+8 ___ =DSR...___
CSR = + 8 = CSR..... -
(MSU + 225) = ___+8 ____ = MSU -
— — (MSS + 225) = ___ +8 _ = MSS. ..., —_—
"1+ Use Weighted Values (MSI = 225) = ___+8 __=MSl.....__ |
(EFU + 3.25) = + 8 = EFU —
**Use weighted values and be sure to total
scores from both column A and column B (CFC.+ 1.25) = ___+8 ___=CFC..... —_
for DSR—f, DSR—s, and DSR—o (EFC + 2126)= ___+8 ___ =EFC.....
i ' (ESC + 3375 =__ +8 ___ =ESC..... -
CsS =_ _+8 ___=CSS..... —_—
ESS =__+8 ____ =ESS..... -
MSS = + 8 = NSS..... —_—
((INST=A____ )+ (NST—B__) + (NST=C*___}+ 111 =D )]+25.i25 = _+8 ___ = NST..... -
(NSI + 2625) = ___+8 ___ = NSl..... -
(MFU + 3.5) = + 8 = MFU —
(NFU + 4.125) = + 8 = NFU -
i
o4 = L L L ¥+ | 24
u'(‘ weakness average strength




Subtest
Adjusted
Scores

4

Summary
Adjusted
Score

v

PROFILE DERIVATION WORKSHEET: PART I

Use .nis section to determine individual strengths and
weaknesses in terms of: GENERAL SOI ARILITIES

Percentage

Weakness-Strength

Index

v

v

P

(CFU __+CMU __+CF5 ——*CFT_+CMR_+CMS_+CSR —+tCFC__+CSS_)=___+72= ___ Cognition . ....... —_—
 IMSU__+MSS_+MSI__+MFU__) =___+32=__ Memory.......... —
(EFU +EFC__+ESC___+ESS__ ) = ____+32= ___Evaluation....... -
(NSS FNST__+NSI___+NFU__ )= __ +32= ——Convergent . ...... -
(DFU___+DMU__+ DSR__)=___+24=__ Divergent........ e
(DFU__ »CFU_+CFS__+CFT__ +EFU __+CFC__+ EFC__+MFU_+NFU_)=__ +72=__ Figural......... | —
(OSR__+CSR___ + MSU__+MSS___+MSI__+ESC +CSS___+ESS__+NSS_+ NST__+NS!__ )= __ _:88= — Symbolic......... —_—
~ (OMU__+CMU__+CMR__+CMS_ )= .32= ___Semantic........ .
(DFU _+DMU__+CFU__ _+ CMU_+MSU__+ EF:U_%} MFU__+NFU__)=__ _+64= ——Units............ —_
(CFC__+EFC__+ESC__)=___+24=__ Classss........ .. .
(CMR __+DSR__+CS=2__) =____+24=__ .Relations......... .
(CFS  _+CMS__+MSS_ +(CSS . +ESS +NS5__)=__ +4B=__ Systems.......... -
(CFT__#NST__)=__ 16 = __ Transformations . .. -
(MS] + NS| ) = +16=___ Implications .. .. .. -
0 ~
.,
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weakness average Strengt~
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‘I' CHART 6

SUMMARY SCORES FOR STUDENT

801 DINENSION  ADJUSTED % OF STIONG/WFEAK INDEX
SCONE: DIMENSION (1= WEAKEST 9=STRONGEST)
OPERATTONS:
COGHITION. ... 40.27..00.. 72........ 1 T 6.
MEMORY. . . .. .. 22,29, .0F.. 92........ 7O 8. !
LVALUATION. ., 22.90..0F.. 32........ T2 i, 0.
CONVERGENT. .. 17.69..0F.. 42........ ] 5.
DIVERGENT. ... 7.30..0F.. 24........ Dloveniinnine. coo L
CONTENTS 1
FIGURAL. .. ... 40.04..0F. . 72........ 670 veiriniiiinns 5.
; SYMBOLIC. . ... 55.63..0F.. BB........ T 6.
SEMANTIC. .. .. 17.04..0F.. 92........ 21 T 5.
PRODUCTS :
UNITS. ... .. 33.80..0F.. 64........ 17 TR 5.
CLASSES...... 14.54..0F.. 24........ 61, vveninn.s ceet 6.
RELATIONS. ... 11.96..0F.. 24........ BO. .ty 4.
SYSTENS. . ... . 37.63..0F.. 40........ (1 .o 9.
TRANSFRNTNS.. 5.42..0F.. 16........ <Y S 2.
IMPLICTNS.... 16.18..0F.. 16........ 3 P 6.

A grid with the SOT factors identified is helpful for recording the recommended
. prescriptive curriculum. An example of such a grid for a class is shown in

Chart 7. As names are placed on the grid as a result of the prescriptions,

natural groupings of students become obvious. This grid is convenient for

identifying the tasks needed for students and for assigning aides, parents,

or tutors to particular groups.

A similar grid can be made up for the student to be included in his/her folder.
"(See Chart 8.) Students who work well indep2ndently can use the grid as an

aid in selecting materials and activities they need to work with, or in plan-
ning their own contracts. A blank grid is presented as Chart 9 for teacher
use. The name of the operation should be noted in the upper right-hand corner
and the code letter for the operation added as the first letter of the trigrams
in each cell.

Once *eachers have compiled information from the students' profiles, they will
be concerned with curriculum materials that fit the prescriptions. Workbooks
developed by Dr. Meeker for each of the five operations are available through
the SOI Institute. Materials have also been developed by Creative Prescrip-.
tion, Unlimited at East Whittler, California. Information on these guides 1is
available through the East Whittier School District. The remainder of this
gulde presents additional macerials.

[t the budget allows, teachers may wish to have the SOI Institute prepare
Individual workbooks for students. These workbooks are made up of the activ-
ities from the SOT Activities Workbuoks which are prescribed for-the student.

’ Once teachers have developed students' prescriptions, they may create their
‘ own personalized workbooks by duplicating and pulling those materials pres-
cribed for a student folder.
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ORGANIZATION AND TEACHING STRATEGIES

‘ As with any new program, the lmplementation of SOI will present challenges in
organization and in use of teaching strategies. 1Ideas which have been help-
ful to teachers in the past are presented here so that they may be used by
others.

~For easy and quick identification, color code materials to correspond with
the colors of the SOI Operations Workbook.

-Check existing math and reading materials, and code them for SOI use.

-Keep manipulatives for each operation in a large box or on a sejparate
shelf. For example, all materials (games, task cards, etc.) for Evalua-
tion should be together in a box labeled "Evaluation." This gives mobil-
ity and helps to keep the materials for each operation separate.

-File curriculum material in folders labeled with the trigram that cor-
responds to the activity. These can then be pulled as needed.

-Collect materials needed to complete’ tasks in the SOI Abilities Workbook.
A list of materials needed f.. each operation is presented in this section
of the guide.

-Charts which identify the SOI operations and wars of defining them are
helpful to the students as they become acquainted with the program.

. -Separate student folders for each operation for assignments and contracts.
Folders can be coded in the color used for the operation.

-At tirst, set aside a particular time in the schedule for SOI rather than
trying to introduce its principles into other subject areas. As the
teacher and students become more familiar with the concepts, SOI will
eventually affect the entitre instructional program.

-To begin, the teacher should introduce one operation at a time. Once he/
she feels secure about it, another operation may be added. After all five
operations have been introduced, students may rotate through them, using
either five groups, one for each operation, or five activities with an
operation. '

-Use and define SOI vocabulary with the students. Teachers wild be sur-
prised how quickly students pick it up and understand the processes.

-As the teacher becomes familiar with the program, he/she shoulc show that
501 is not an isolated part of the curriculum. Physlcal education, music,
and art may present figural transformations or implications, or elements
of memory or evaluation.

-Talk to students about how they solved a problem or how to train the
memory. Students will begin to think about how they use their minds.




coNvergent (N)

CHART 7

FIGURAL (F) SYMBOLIC (S) SEMANTIC (M)
PRODUCTS Objects and Shapes Numbers and Signs Words and
NFu NSU NMU
Units ll Jane
‘ Sandy
NFC NSC NMC
Classes (: Eric Mike o
Jeff {
Shane
NFR NSR NMR
Relations : l‘ Jane Eric
Christina
" |wFs NSS NMS
|
Systems , S; Lincoln Christina Mike
Greg Jane
NFT NsT NMT
Trans format Lon T Mike  Todd Gina Mike
ans AR Jane  Mark Christy Jane
Eric Shane Greg
Jeff Lincoln Eric
NFI NSI NMI
Implications l Eric Todd Christy Mike
Christina Eric Jeff
Shane

(Teacher's Copy)
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FIGURAL (F) SYMBOLIC (S) SEMANTIC (M)
Objects and Shapes Nuwbers and Signs W-rds and Ideas
NFU NSU NMU
Units
NFC @ NMC
Classes
NFR NSR NMR
Relations
NFS NSS NMS
Systems
NFT NST NMT
Transformation
(1) (s vt

[mplications

(Student's Cop¥)
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Operation

FIGURAL (F) SYMBOLIC (S) SEMANTIC (M)
<Objects and Shapes Numbers and Signs Ideas and Words
FU SU MU
Units
FC SC MC
Classes
FR SR MR
Relations
FS SS MS
Systems
FT ST MT
Transformation
FI SI MI

[mplications




SOI TASKS TO BE USED IN REMEDIAL READING*

Cognition Evaluation
Task Cell Task Cell
Alphabetizing CSC Abbreviations ESI
CSS Best Name Class EMC .
Auditory Perception CFS-A Cartoon Punch Lines EMT -
CFU-A Comprehension EMS '/
Bead Stringing ‘ CFS Concept Classification CMC
Buried Words CST " Descriptions EMU
Classification of Figures CFC Figural Similarities EFU
Command Sequences CMS Form Discrimination - EFR
Competitive Planning CFI Jumbled Words "EST
Crossword Puzzle CSI Letter Consistency ESI
CSU Patterns ESU
Detinitions DMT Logical Deductions EMI
| CMU - Picture Absurdities EMS;
Figure Rotation CFT Classification EFC
Letter Grouping Csc Evaluation EFU-V
Letter Recognition CF1'-y Matching EFU
Maze Tracing CFI Similarities EFC
Migspelled Words CST Puzzle EFI
Opposites CMR Readiag Comprehension EMR
Paper Cutting CFI EMT
Perception-Kinesthetic CFU-K Related Words EMR
Visual Closure CFU-V Rhymes EMR
Perceptual Speed CSU~-v Sequences of Figures EFR
Pick Up Stix CFI Letter ESS
Picture Classification CFC Series: Letter/Number ESS
CMC Verbal Absurdities EMS
Matching CFR EMU
Opposites . CMR Analogies ~ EMR
Rotation CFT Visual Discrimination ESU
Reading Implications CMI EFU
Reasoning CMI Vocabulary EFU-V
Rebus ¥ CMT EMU
Rotation/Form Board CFT Word Classification EMC
Scrambléd Words CSU-vV ' ESC
Sensory Perception CMC Pairs ESR
Spoonerisms CST Picture-Matching EMU
Story Comprehension CMT
Synonyms g CMT
Tracing-Kinesthetic - _ CFR
Visual Closure CFU-V
Vocabulary CMU
Word Analogies CMR
Classification CMC
Comparison CMR
Configuration CFR
Matching CSR
CSu-v
Word Relations CSR
Square CSI - *Tasks are kept separate for each SOI
Transformations CMT workbook.,
0
vdJd
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Memozz
Tagk

Analogies
Antonyms
Buried Words
Definitions
Descriptions
Digit Span
Following Directions
Gossip
Homonyms
Implications
Kaleidoscope
Memory of Classes
Figures
Names
Objects
Paired Figures
Pictures
Position
Words

Word Classification
Misspelled Words
Mnemonics
Object Recall
Placement Memory
Story Comprehension
Word Bingo

Convergent Production

Alphabetizing
Antonyms and Synonyms
Bead Stringing
Block Construction
Camouflaged Figures
Letters
Numbers
Cartoon Strip Sequences
Classification of Shapes

Codes: Sentence Construction

Translation
Configurations
Contractions
Copying Signs
Deductions/Implications
Digit Symbol
Form Board Manipulation
Job Classification

Cell

MSS-A
MMS

MSR
MFI

MSU

NSS

NFS
NFR
NFT
NST
NST

NFC
NSS
NSR
NFU

NFU
NMIL
NSU
NFR
NMC

Task

Naming Picture Groups
Word Groups

Parts of Speech

Picture Classification
Completion
Sequences

Reading Implications

Reconciliation/Opposites

Scrambled Sentences

Sequences-Associations

Tying Bows

Unusual Uses

Verbal Analogies

Visual Discrimination

World Classifications
Groupings

Writing

Ik

Divergent Production

Building Ideas
Classification

of Figures

of Shapes
Composition
Consequences
Creative Titles
Elaboration
Idea Classification
Implications
Initials
Proverbs
Reading Comprehension
Rhyme Production
Sentence Building

Sequences
Similes
Unusual Uses
Vocabulary Building

Development
Word Building

Classification

Production

Cell

NMU

NFC
NFI
NFR
NMI
NMT

NFR
NMI

NFR

NFU
NMC

NFU

DMU
DMC
DFC
DFC
DMT
DMT
DMU
DFT
DMC
DMI
DSR
DMI

. DMU

DMR
DMS
DMS
DMS

- DMU

DST
DSU
DSU
DMC
DSC
DMU




RESOURCES

The materials in this section are included for teacher reference and to provide
assiscance in planning and developing an SOI program. This section includes
the following headings:

Teacher Reference. Materials helpful to the teacher for personal reference;
materials which can be used in the classroom program.

SOL Classification of Educational Materials. Commercially prepared materials
coded to correspond with the SOI factors.

Ericson Elementary 3chool Lab Materials. Materials used in San Diego City
Schools Gifted Program SOI pilot at Ericson Elementary School.

Materials List for SOI Abilities Wbrkbqg@. A list of items needed in order
for students to complete the SOI Abilities Workbook activities.

Guide to Curriculum Activities Based on the SOI Factors. A grid on each of
the five operations identifies the type of curriculum which corresponds to
each factor. This grid is useful in identifying materials for the SOI factors
and developing activities,

SOI Institute List cf Materials and Services

Teacher Reference

Aleksich, Sue. Vowel Owl: Primary Phonies; Sound Soda; Activiiy Book; Lan-
cuage Lollipops Happy cat Award Pad; Top Bird Award Pad; Happy Dog Award
Fad; Super Work Award Pad. Kids & Co., P.O. Box 49034, Los Angeles,

CA 90049,
\"J
Borowsky, George, et aql. Yellow Pages of Learning Resources.”“ngup for
Environmental Education, Inc., 1972. \\

Brown, Charles M. I'ransmoyrifications of Ali-Babi and tho Forty Thieves, The

Three Little Pigs, and Goldilocks and the Three Bears. Los Angeles:
University of Southern California.
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Burna, Marilyn, and Hairston, Martha. The I Hate Mathematics Book. Boston:
Little, Brown and Company, 1975,

Caney, Steve. The Play Book and Toy Book. New York: Workman Publishing
Compa-y, 1972,

Cardozo, Peter. The Whole Kids Catalogue. Toronto: Bantam Books, 1975.

Carini, Edward. Take Another Look. Englewood Cliffs, NJ: Prentice-Hall, Inc.,
1970.

Creative Prescriptions Unlimited, Grades 1-2; 3-4; 5-€; 7-8. East Whittiler City
School District, Eleanor M. Manning, Director. ESFA Title III; Developiny
Divergent Modes of Thinking.

DeBono, Edward. Lateral Thinking: C(reative Step by Step. Now York: Harper
and Row Publishers, 1970.

Dcubleday, Eric. Test Your Wits, Vol. 1,2,3. New York: Ace Books, 1972.

Dudeney, Henry E. &35 Puzzles and Curious Problems. New York: Charles
Scribner's Sons, 1967,

Eberle, Robert. SO&mper. New York: The D.0.K. Publishers, 1971.

Educational Services, Inc. Anchor. Stevensville, MI: Educational Services,
"Inc., 1974.

Farallones. Making Places, Changing Spaces in Schools, at Home, and Within
Jurselves. New York: Random House, 1971.

Forke, George R. A First Book of Space Form Making. San Francisco: Geobooks,
1974,

Freedman, Mirlam, and Perl, Teri. A Sourcebook for Substitutes and Other
Teachers. Menlo Park, CA: Addison-Wesley Publishing Company, 1974.

Folsom, Franklin. The Language Book. New York: Grosset and Dunlap, 1963.

Gardner, Martin. Mathematical Puzzles and Diversions from Scientiiir American
and Vew Mathematical Diversions from Scientific American. New York: A
Fireside Book published by Simon & Schuster, 1966.

Gelatt, H., et al. Decistions and Outcomes: Leader's Guide and Student Workbook.
New York: College Entrance Examination Board, 1973.

Gellis, Marilyn. Thinkisthenics Exercises for the Brain. Palm Springs, CA:
Thinkisthenics, 1971.

Gillespie, D. Craig. FKeeple-People. McGraw-Hill Book Company, 1972.

Greer, Mary, and Bubinstein, Bonnie. Wil7 the Real Teacher Please Stand Up?
CA: (Coodyear Publishing Company, 1972.

Grimm, CGary, and Mitcheli, Don, Mostly Me. Carthage, IL: Good Apple, Inc ,
1976,
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Gordon, W. J. J., and Proze, Tony. Strange and Familiar and the Metaphorical
Way of Learming and Knowing. Cambridge, MA: Synectics Education Systems,
1670,

Hart, Harold H. Grab a Pencil, Vols. 1, 2, 3. New York: Hart Publishing
Company, 1971.

Heller, Ruth. Maeze Craze. San Francisco: Troubador Press, 1971.

Herr, Selma, Perceptuai Commnication Skills. Teachers Manual and Workbook.
Instructional Materials and Equipment Distributors, 1968.

Hof fman, James. Criticai Incidents: Later Elementary Duplicating Masters.
Birmingham, MI: Instructional Fair, Inc., 1972.

Howe, Leland W. and Mary M, Personalizing Education: Values Clarification
and Beyond, New York: Hart Publishing Company Inc,, 1975,

Juster, Norton. The Phantom Tollbooth. New York: Random House, 1967.

Kaplan, Sandra,et al. A Young Child Experiences: Activities for Teaching and
Learning. Pacific Palisades, CA: Goodyear Publishing Company, Inc., 1975.

Karlan, Sandca,et al. Change for Children. Pacific Palisades, CA: Goodyear
Publishing Company, Tnc., 1975.

Koziskin, Vladimir. Mazzs. New York: Grosset and Dunlap, 1971.

Labiberte, Norman,and Kehl, Ritchey. 100 (Ways to Have Fun with an Alligator)
and 100 (Other Involving Art Projects). New York: Art Education Inc.,
1969.

Lear, Edward. WNonsense Books. Boston: Little, Brown and Company, 1888.

McKim, Robert. Experiences in Visuc! Thinking. Monterey, CA: Brooks/Cole
Publishing Company, 1972.

Meeker, Mary WNacol. The Structure of Intellect: Its Interpretation and Uses.
Columbus, OH: Charles E. Merrill Publishing Company, 1969.

Meeker, Mary. SOI Abilities Workbooks on Cognitionm, Zvaluation, Memory, Di-
vergent Production, and Comvergent Production for the Gifted. El Segundo,
CA: SOI Institute, 1973.

Meyer, Jerome. Uhe Provocative Puzzler. Scholastic Book Service, 1965.

Myers, R. E., and Torrance, E, Paul, For Those Who Wonder., Boston: Ginn
and Company, 1966.

Myers, R. E., and Torrance, E. Paul, Plots, Puzzles, and Ploys. Boston: Ginn
.and Company, 1967, -

Myler, Rolf. Mazes: 60 Beautiful and Beastly Labyrinths with Solutions.
New York: Pantheon Books, 1976.
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Mosler, Gerald. Sharpen Your ¥its., New York: Doubleday Compny, 1971.

Newell, Peter. "vyoys and Turvss, New York: Dové; Publications, 1964,
“\

S

Ogg, Oscar. o Twenty-S7x Letts g, New York: Thomgf Crowell, 1966,

Orleans, Selma and Jack, ience’! 'waales O, New York: Grosset and Dunlap,
1974.

Parnes, Sidney . 'roctloeo Refuertop Workhook., New York: Charles Scribner's
Sons, L967.

Phillips, Louis. 2. dvimatod “awmitack Ridlroad Dollhouse cnd ALL Around
Juwrr pime oo, Philadelpnia and New York: J. B, Lippincott Company,
1975. )

Postman, Neil,and Weingartner. Teacaing as a Subversive Activity. New York:
Delta, 1969,

Raskin, Bruce (ed.). The Vhole Learning Catatogue. Palo Alto, CA: Education
Today Company, 1976.

Realer's Digesr Ioasers el Tests,  New York: Funk and Wagnalls, 1967,

Roth, Arnold. 7" q Fush of fussles,  New York: Scholastic Book Services,
1973.

Sackson, Sid. Soomd Tie Tae Toe. New York: Pantheon Books, 1975.

Schrank, Jeffrey. [eaching Hunan leings: 101 Subversive Activities for the
(lasaroom, Boston: Beacon Press, 1972.

Seymor, Dale. Uoijromath. Palo Alto, CA: Creative Publications, 1971.
Shadler, Reuban. {'7w-A-Puszle. Palo Alto, CA: “€reative Publications, 1970.
Shepherd, Walter. Mazes and Labyrinths. New York: Dover Publications.

Silvey, Linda. Jco-king Polyhedra.  Palo Alto, CA: Creative Publications,
1972,

Simon, Sidney, and Howe, Leland W., and Kirschenbaum, Howard. Values Clarifi-
«itlon., New York: Hart Puhlishing Company, Inc., 1972.

Meacking Steategion to Depelop Children's (reative Thinking., El Cajon, CA:
Cajon Valley Union School District, 189 Roanoke Road, Box 1129, 92022,

Torrence, E. Paul. Sowls and Imqges.  Ginn and Company, 1965,
Townsend, Charles Berry. Merlin's I'usszler. U, S. Hamond, Inc., 1976.

" Atzman, David. My Bl ! Hictory; Kook, Boston: Little, Brown and
Company, 1975.
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SOI Clasgification of Lducatio

’ (PAR Project, Austin State School, Austin, Texas)

Company Materials Code
Instructo Language Concepts in Song , MMU
Sifo Puzzles CFR
Color Pattern Board ' CFR, CFS, NFS,
CFU, MFU, MFS
Discovering Opposites NFC, EFC, CFC
Groovy Numerals NSU
Sort-a-Card CFC, MFC, MFK,. NFC
Functional Sign Match Up CMR
Useful Signs to See and Read CMU
Giant Alphabet Box CSU
Beginning Numbers Posters . .CSU
Fit-a-Group CFR
Season .Flannel Visual Aids CFR, NFR
Magnetic Primary Counting Shapes CFR
Flannel Board Story Kits MM5
Animal Learning Shapes CFR
Peg Board Sets . MFU
Modern Math Kindergarten Kit CSU (numbers),
CFR (shapes)
Community Workers CFU
Matchups Animals and Where They Live NFR, CFR
' Balanced Meals CFU, CMS
Color Charts CFU, CMU, CMR
Study of Plant Growth CNU, CNS
Magnetic Counting Discs and Thirty NFS
Frame
Cars and Trucks CFU, CFC
The Farm CFU
Instructo Stepping Stones CFR, CSR
The Black Family CFU, CFR
Community Helpers at Work CFR"
Useful Signs CMI
Vegetables and Fruits CFU
Opposite Concepts CFR, CFU
Color Recognition CFU
Numerals, Words, Symbols CSU, CMU, CFU
Dominoes "’ CFR, NFR
Seeds and Their Travels CFU, CFS g
Safety on Streets and Sidewalk CMI, CMR
: Nutrition CMC, CMI, CFC
Walk-ou-Number Line CFR, CSR
Concept Builders (Animals) CMU, NFC
Concept Builders (Shapes) CFU, CFC
The Community CMS
Arithmetic Readiness Vocabulary CFU, CMU, CFR
Magnetic Seasons CMS, EMS
We Learn to Count CSS
' Magnetic U.S. Coins CSS
Know and Show Alphabet CSU, NMU
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Company Materials . Code

Instructo Understanding Our Feelings DMR, DMI
Understanding Our Feelings CMR
Magnetic Numerals CSU, MSS, MMS
Number Names & Symbols MSU
Magnetic Fractional Circles CFR, CFS
Set Dominoes CFR
Concept Builders (Food) CFC, EFC, NFC
We Dress for the Weather EFR, EMR, EMI, CMI
Trend Enterprises Color and Shavpe Bingo CFC
Number Chart Fun CFR, CMR, CSR
“unch-a-Shape NFU, NSU
Thinking Skills Cards CFR
Number 1-10 Cards CFR, CMR
Miss and Match Puzzles: What's CFU, CFR, EFR
Missing
Before and After (MI, CFR, CMR
Number Sequence CSU, CSS, NSU
Colors and Shapes CFR
I~5 Tactile Placements SCR, CFR, EFR
Amer ican Abacus Number \id CSS
Handicraft Weaving lLoom NFS
Developmental Learning Body Puzzle CFR, NFR
The Many Faces of Chfldren CMU, CMR
Storytelling Posters CSS
Lacing NFU
Auditory Perception CMC, NMR
Auditory Training: Familiar CFU
wounds Tape
Body Concept Spirit Master CFR
Seasonal Stencils NFU, CFU
Arimal Stencils NFU, CFU
Farm and Transportation NFU, CFU
Shapes NFU, CFU
Lacing Cards NFU, CFU
Colored Blocks in Squares CFU, CFR, MFU, MFR
Colored Stringing Shapes CFU, CFR, MFU, MFR
Design Cards, Colored Cubes NFR, MFS, NFS, MFR
Assorted Puzzles NFR, CFR
Functional Signs CMU, CMI
Colored Cubes/Cards NFR, MFR
Same/Different Cards EFR
Parquetry NFR, MFU
Functional Signs Match Up CMR
Assocfatlon Picture Cards CFC, NFC, CFR, NFR
Today's Date Box CSS, CMS, NSS

Auditory Perceptlon, Trailning Memory MMU




Company

Western Publishing Co,

Ambi Toys

Lauri

Milton Bradley

Materials

Animal Lacing Cards
Shape Lacing Cards

Dimeasions 1 Puzzle

Fit-a-Group
3 D Numerals
Fit-a-Square-Fit-a-Circle
Fit-a-Shape

Individual Clock Dials
Daily Calendar

Traffic Signs

Color Stacking Discs

Plant Growth

The Seasons

The Family

Story Kits

Musical Instruments

Useful Signs to See & Read
Space Relationship Cards
Sequence Cards

Alphabet Pictures Words
Fraction Discs

Beads and Laces

Checkers

Assorted Puzzles

Walx on Number Squares
Story Cards (Tell What Is Missing)
Arithme-Sticks

Phonetic Quizmo

Flash Words

Summit-Global Strategy
Homonym Poster Cards
Synonyir Poster Cards
Antonym

Hundred Chart

Pick Pairs Game

Map of U.S. & World Puzzle
Tick Tock Primary Clock
Checkers-Acey-Deucey-Backgammon
Money Cards

Tell Time Quizmo

Cards, Numbers 1-10
Multiplication & Division Quizmo
Clock

Dial and Spell -
Flash Cards (Addition, Subtraction,
Multiplication, Division)

Colored Dot Dominoes

Code

NFU,
NFU,

CFR,

CFR
Csu,
CFR
CFR

CsS,
CMS

CMU,
CFR,
CFR,
CFuU,
CFR,
CFuU,
CFU,

EFR,
CFS,
CMU,
Ccss
CFU,
NFS
CFR
CSR
CFU
css,
csu,
CMU
CFI,

EMR,
EMR,
CSS

EFU,
CFR

CFR,
NFS

CFU,
EMS,
css,
ESS,
NMS,
CFR,
CFU,
NSS

CFC,

CFU
CFU

CMU,

CMS

CMI
CMU
CFU
CFR,
CFU
CFR
CFR,

CMR,
EFC,
CMR

CFR,

CFC
ESU

CFR

CMU,
CMU,

EFR,
NMS,

CMU

CMS,
Csu,
CSssS,
NFR,
CMR,

CFR,

CFU

CFC

MFR,

EMR,
CMS,

Css,
CFU

ESR,
CMS,

NFC

CFR
EMS

MFS, NFS

CFR

ESS

CSR
CSS,




Company

Milton Bradley

Ideal

Edukaid

Whitman

Play Doh

7/

Materials

Addition-Subtraction Quizmo
Vegetables and Fruits Poster Cards

Enlarged Place Value Sticks
Baby Bolts

Sequence Pictures

Stencils for Tracing
Perceptual Develorment Cards

Classification Charts
Hcw to Tie a Bow
Colored Cubes
Sequence Cards
Counting Bars
Cubical Counting Blocks
Community Helper Crossword Puzzle
Transportation and Communication
Crossword Puzzle
lastic Measuring Jars
’lace Value Board
Sundial
L.arge Rulers (demonstration)
Rhyniing Puzzle
Subtraction Flash Cards
Flash Cards Addition
Thermoneter
Smokey the Bear Game
Crossword Puzzles (food)
holiday Crossword Puzzles

Number Tree

Flash Cards (+ and -)

Hi Ho Cherry O

Superman Flying Bingo

Lacing Cards:

Help Yourself Picture Nouns

Let's Do Dots

Beginning Arithmetic Grades 1 & 2
Bingo for Young & 01d

Fuzzles

Classification Game

Numerals and Counting Shapes
My Face and Body

Positions in Space Posters

Modeling C(lay, Papier-Mache
Play hoh

30

Code

NSS, CSR,
CFU, CFC,

CMR
CFR
NFS
NFU

ESR
EFC

NFU (Set 1)
MFU (Set 2)

CFC, MFC,
CFS
CFU, CFR,
CFS, CMS,
CFS
CFS
EMS, CMR,
EMS, CMR,

€SS, EMS,
CSS, NSS
CFR, CSS,
Css

CMR, EMR,
NSS

NSS

CSS, ESS
CFR, CSR
CMR, NMR
CMR, NMR

(.SS, CSR

CSR
CFR
NFC
NFR
EMR, CMR
CFR CSR
NSS
CSS
CFR, NFR

CFC, NFC
CFU, MFU,

CFR, NFR

NFU
NFU, DFU

CFR
MFU, MFR
EMS, EFS
EFS
CMS, NMS
CMS

CMR

CMU, CVU

NFU, CSU




Company
M. I, Toys

Ben-G
Cook Publishing Co.

Chandler
Mattel
Sweet Education Supply

Western Publishing Co.
Dolch

Doubleday
Webber Costello

Grove--Tex
Cupid

Watkins

Imperial
Wollensak

Bowmar
Continental Press

Child Guidance

Standard Publishing Co.

Materials

Plastic Building Blocks

Ben~G Reading Puzzle
hen-G Number Concept Puzzle

Facts Abo't Drugs
Social Development Teaching Pictures

Scenic Picture Cards Primary
Farmer Says
Flannel Boarq\Visual Aids (food)

Bead Frame SRA

My Puzzle Book I

, Pay the Cashier

Learning Numbers Is Fun
Count t. Ten

Money
Money Coins (metal)

Time Learuer Clock

Pass-0

We Learn the Colors and their Names
Instructo Activity Kits

Body Image Kit

‘Toy Money

Giant Alphabet Box
Mechanic's Bench

Holidays and Seasons

Code

NFR,

CFR,
CFR,

CMI,
CMR,

CFU
cFu,
CFU,

CFR,
ESS

CSS

NSS
CssS,

CSS

NMS,
CMR,

CFR,

CFC,
CFR,
CFS

Csu,
CFR

CFU

DFU

CMR
CSR

CFU
EMI

CFR
EFU, CFC, EFC

CSR, ESR, CSS,

CMS

NSS

CMU &\

NFR, CMS, CFR,
NMR

NFR \

CFR, CFU, EFC

EFR

CSS, CFU




Company Materfals Code

Hasbro Industries Inc. Tulnkle Pop Jewels CFU, CFR, MFU, MFR,
MFS "I’
Hayes Publishing Co. Good Manners Posters CMI
Health Posters CM1
Teacher Made Matchups:  Animals and Homes CFR, EFR, CMR, EMR

People and Jobs
Colors and Shapes

Domestic Animals and Pets CFU
The Familv CFU, CMU, CMR
The Farm CFU
Story Kit CMS, CFU
Seasons CFS, CFC
Animal lotto CFR, CMR
Number Bingo 1-10 CSR, ESR
Shape Cards CFU
Numbers Cards 1-10 CSS
Days of Week Card: CMU
Months of Year Cards CMU
Seasons Cards CMU
. Puzzles CFR
Templates NFU
Match for Shape and Color CFR, CSR, NSR
Number-Shape Bingo CSS, CFC, EFR
What's Missing Cards CFU
(thart of Pottery Figu es and MFU ‘
Pottery Figures
Body Parts--What's Missing CFR, CFI
Classification of Happy Faces CFC, CMC, EFC
(lown Face with Numbers MSU
Memcry Chart and Cards ‘ MFU
Cursive Tracing Boards NSU
Money In the Bank CSS, CSR, ESR
Clock - CSS
Word Cards (Distar) CMU
Clocks (Different Times) CSS, ESS
Months of Year CMS
Cards-1tems with Price ESR, CSU, CFU
Addition (House No.) CSR
Cards (food with price) ESR, CSU, CFU
Addition-Subtraction Came NSR, ESS
Fducational Projects Seasons Learning Manual NMR, CMR, EMS, EFU,
EMR
Pl.: rschoaol Association Puzzle CFR
Toy Buflder MFU, DFU
Triangle Puzzles CFR
Match=tp Puzzles CFR, EFR, CMR, EMR
Rainbow Tree A 6 CFR, NFS .




Company Materials Code

‘ Playschool Parquetry Blocks CFR, NFR, MFR, MFU
Color and Shape Holder CFU, CFR
Workbench CFR
Matchups CFR, NMU
Nested Blocks EFR
Abacus CFS
Shape Groups NFC, CFC
Creative Playthings Fractional Fruits CFR, EMR
Transogram Co. Tom & Jerry Adventures in Blunderland CFR, CSR
Niftv-Houston Math Bingo CSS
Sifo Puzzles, Low Primary CFR
Puzzles CFR
Clock ‘ NMS, NFR, CMS, CS¢,

CFR, CMR, NMR

Garrard Who Gets It? CFR, EFR, CMR, EMR

Picture Readiness Game CFR, CFU, NFR
Dolch Basic Sight Vocabulary Cards CMU
Dolch Popper Words CMU
. What the Letter Says (Dolch) CMR, CSU, EMR, ESR
Edu-Cards Jumbo Lotto "Comminity Helpers' CFR
Lotto-~The World About Us CFR, CMR
200 Lotto ' CMR, CFR, EMR, CMU,
EFR, EMU, EFU, CFU
What's Missing Lotto CFR, CFU, EMU, EFU,
CMU
ABC Lotto CSR, CRR, CMR, CSU,
CMU, CFU, ESR
Farm T.otto EMU, CFC, CMC, EFU,
CFU, CFR, CMU
Go-Together Lotto CFR, EFU, EFR
Object Lotto CMR, CFR, CFC, EMU,
EFU, CFU, CMU
Riddle-a-Rhyme CMR
Simple Object Bingo (color-cued) CFU, CFC, EFR, CFR
The World About Us Lotto EMU, FfFU, CFR, CFU,
CMU
Hallmark Spelling Kit CSC
Colorforms Little Red Riding Hood CGolorforms CFR, DMS
' Shackman Shapes, Colors, and Forms CFR




Company

Toy T'inkers

Milton Bradtey

Allied Educationatl
Tools for Fducation

Kenwortiny Ed. Service

Gelles-Widmer
Steck

Jud s

MeGraw=Hill
Nohnher
Blind

Fisher-Price

Child's World

Balerum

DLM & I(]t‘Jl 1
Milton Bradley
Plavschool & DILM

Crown & Instructo

Materials

Tinkertoys

Tens Counting Frame
Human Body Parts

O'llare Starite Program
Number Ald

Phonic Rummy Set A & B
Phonics tor Reading

Plav Way "Look" Dolch
Basice Phrase Flash Cards

GCardhoard locks
Glock

Fractional Circles
Number-Rite

Teach Me Phonics Flash Cards
Puzzle Blocks
Cardboard Words

Telephones
Lacing Shoes

Animals That Provide Food
Animals That Help Us

Sum Stick

]

Piarquetry
Flash Cards (+ and =)

Color Cubes/Design

o,
hogitnoes

Code

DFS

CFS,
CFR,

EFU,

CSS

FMR,

EMR,

CMS

css,
CFR,
NFU

NFS,
CFR,

CFU,

NFR

CMS

CFS
CFR

CFU,
CFU,

css,
ESI

NFR,

CSR

NFR

CFR,

MFS
CMR,

ESU,

CMU,
CMU

CMR,

NSS
NSS,

NSS,
CSS,

CMU

EFR, EMR

CSu

CMR

CMU

CSS, CSR,

CSs
CFS

CFR, CMR
CFR, CMR

ESR, NSR, SCI,

MFU

NFR




Company Matergglg Code

. Milton Bradlay & Ideal Peg Tt Number Boards | CSR, NSR
Platt & Munk Animal Picture Puzzles CFR
Sifo, Playschool Wooden Puzzles ) CFR ‘
Selchow & Righter (Co. Scrabble for Junior | DMU

Preschool-Elementary Ed. Moods & Emotions Teaching Pictures EMR, CMR

Count and Match Kit CFR, CSR, CSS
Counting Blocks MFU, CFU, MFS, NFS
Puppet Playmates NFU
Phono-Viewer Programs CMR, CSS (numbers)
Aquarium/Fishes CFU
Farm Animals Picture CFU
Puzzles CFR
Language Concepts in Song ' MMU
Positions Poster CFR
Fabric Texture Book CFU, CFR, CFC
Number Sequence CSU, CSS, NSU
Colors and Shapes CFR
Number 1-10 CFR, CMR
Giant Beaded Dominoes & Number Cards CFR, CSR, CSU
Picture Word Builder Puzzle CMR, CMU

. Magnetic Counting Disc and Thirty CFR

Frame
Learn-to-Write Manuscript Letters NFU, MFU
Form Puzzle CFR
Wooden Traffic Signs CMU, CMI
Wooden Puzzles CFR
Beads g NFS (If copying)
Add-a-Count Scale ESR
Shape Board and Shapes NFR, CFR
Flannel Animals CFU
Flannel Pets CFU
Flannel Cars and Trucks CFU
Animals in a Pond CFU
Arithmetic Readiness CFU, CMU, CFR
Understanding Our Feelings CMR
Discovering Opposites CFR
Classification Game (seaso. 1) CFR, CFC, NFC, MFR
Fractional Pies NFU, NSU
Number Cards NFU, CFU, CSU
Time (Games NSS, CSS
¢ Match Puzzle Picture with Words CFR, CMR, CMU
Alphabets CSuU
Desk Calendar (for students) CMS
Tennis Shoe NFS, NFR
: Count-a-Ladder “*CSS, NFS
. Bead Boards CFS

Nuts and Bolts EFR, NFR




Company

Preschool-Elemen ary Rd.,

Materlats

Tracing Cards

Groovy Letters

Groovy Numerils

Bead Patterns

Seging Cards

Dimensional Color Block Design
Buzzer Board Pattern Cards
Position in Space Posters
Sequential Picture Cards IV
Sequential Picture Cards IT
Associatlion Picture Cards
Reaction Cards

Time Teacher

Spatial Relation Cauds
Number Poster Cards

Vowels Link Poster Cards
Flannel Cutouts

Clock Dials

Counting Frames

Bingo

Visual Memory Cards

Door Locks

Flannel Board Aids

Pick Pairs (see box 1id)

Beginner's Number Poster Cards

Cars, Trucks (wood)

Wood Templates

Rubber Animals

Cloth Books

llacing and Zipper Boards

Color and Shapes Matching

Let's Play Safe

Number Tree and Pegs

Color, Squares, and Shapes

Food Cards

Matching Color & Shapes

Abacus Board

Large Cardboard Coins

Small Felt Iotters

Laminated Math Cards
(measurement, money, etc.)

Numker Cards 1-100

CClock Flash Cards

spalding Phonograms

lastic Alphabet Squares

“unctional Sign Cards

Measures (gal., qt., pt.)

Alphabet Practice Cards (lower
‘manuscript)

Measuring Cups

Checkers

Code

NFU
CFU,
CFU,
NFS
NFU
NFR,
NFU,
CMR,

NMI, .

NMI ,
CFR,.
CMI
CSS,
CFR
CMU,
CMU,
CFU,
CFS
CFS
cSC
MFR
CFR,

EMR,
NFC

CFU,,CSU,

DFS
CFU,
CFU
CFR
NFR
CFR
CMS,
CFS
Mo,
CFU
MFU,
CFS,
CSS,
CFU,
CcSS,

NSS

CFR,
Ccsv,
CSU

CMI,
Ccsvu,
NFU,

css,
CFS,

NSU, NFU
NSU

MFR
MFR
EMR, NMR

CMS, NMS, CMI
CMS, NMS, CMI
CMR, NMR

NSS
Ccsvu,

CFU
MFU

NFR, CFI, EFI
CFU, CFR, MFR,
CMU

NFU

CMu

CFR, MFR, CFU

CFR, MFR, CFU

NFS
MFU, MSU, CFU
CSu
ESS

CHS
CMU

CMU, EMI
CSS
CFU, MFU

csu,
NFS$

ESU

4
N
»,

-



Comganz Materials . Code

‘ Preschool-Elementary Ed, Uncle Wiggly Game CSR, CFR
Kitchen Bingo CFR, EFR
. Foodland CFC, EFC, CFR
Handmade Cutouts (kitchen CFU

utensils, foods, cleaners)

Ericson Elementary School Lab Materials

Comprehension
American Teaching Aids Tangrams CSI
Creative Teaching Assdc. Attribute Dominoes CFR
Educational Insights Mazes and Puzzles CFI
' Inc.
Educational Supplies Tracking Skills for Reading CFR, NFU, NMI
Ideal School Supply Co. - Visual Closure Cards CFU
Invicta Plastics Ltd. Bead Frame Abacus CFS
‘ Leasure Learning Pro. Brainy Blocks CFR, CSI, EFC
Fraction (2) CSS
Milton Bradley Co. Ten-Tens Counting Frame CFS
Otto Maier Verlag Triangle Domino CFC, NFC
Parker Brothers Grapple CSU, MST “
Pressman Corp. Tri-Ominos CFR, NFR
Trend Enterprises Wipe-Off Cards
Untangle the Maze "~ CFI, NFI
Telling Time Level 2 CMS
Memory
Ace Rembi--Cars ' MFU
Rembi-~Flags MFU
Rembi--Flowers MFU
Eichhorn Eichhorn--Play School MFU, MFR, MSU, MSR
Ideal Deluxe Pegboard Patterns MFU
‘ Large Pegboard Patterns MFU
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Company

Invicta
Jumbo
Leigure Learning

Milton Bradley
Springfield, MA

Parker Brothers
SEE

3 Bridge Street
Newton, MA 02195

Sio

American Checker
Federation

~Creative Teaching Press

Escobloc Ideal
France

ldeal School Supply Co.

Instructyv Products Co. -

Milton Bradlev Co.

Trend Enterprizes

Division of CBS Inc.
Meccano Unltd.
Liverpool, England
Questor

Selchow & Richter Co.

Materials

Pegboard & 8 Col.
Electro
Mem-o-spell

Memory
Card Matching Game

Boggle

Thinker Things

Sio Mosaic

Convergent Production

Tournament Checkers

Pesign Squares

Attribute Blocks
(48 blocks logiques)

Kaleidoscope Puzzles

Cross

Cross Number Puzzles (nos. 7890,
7891, 7897)

Instructo Activity Kit
Discovering Opposites

Checkers

Wipe~Off Cards (levels 1 and 2) -

Divergent Production

Creative Playthings
Bolt-Tight

Plastic Meccano (Set 200)

Tinkertoy

Scrabble (Sentence Cube Game)

Code
MFU
MFR
MFU, MFR

MFU

MST

MFR, MFU

MFR

NFS

NFR

NFU, MFR, CRF, CSR

NFR
NSS, CSS
NSS
NFC
EFC, CFC
NFS
NFU, MFI
Drl , DFS
DFS
DFU, DFS
DSIT




Company Materials . Cnde

. SelRight Scrabble (Crossword Game for DMU
Junicrs)
Scrabble (Sentence Game for DMU
Junior)
Ungame Co. The Ungame DMR, DMI

Evaluation

Garncophiles Unltd. | Flip and Flop EFT

Box 34

Berkeley Heights, N.J

07922

Invicta Plastics Ltd. Delux Master Mind EFI

Vadby, Leiceyter

England

Leisure Learning Brainy Blocks EFC, CFR, CSI

Parker Brothers Qubic EFI

Ravensburger Differix EFR

. Selchow & Righter Co. Chess four Juniors EFI

Trend Ehtorprises Wipe-Off Cards--External Differences EFU
Wipe-0ff Cards--Associations EFC
Wipe-0Off Cards--Same or Different EFU

Materials List for SO/ Abilitlcs Workbook

The following lists of items are needed in order for student to complete the SOI
ATt ey Wopkbosi activities, The five lists correspond to the five operations

in SOI.
Cognition
l. 2 maps depicting human skeleton
2. 2 packages plastic straws
3. |l dozen paper plates
4 3 coffee cans
5 l package pinto beans

6. | plastic bottle with 1id
Glitter
I ball of string

‘ 9. 5 key rings
10.

27 circles cuv out of construction pajer in different colors

&x ~




2.
13.
L4,
15.
l6,
L7.
18,
L9,
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I package graph paper

I package tagheard, 12" square
Tissue paper, 3 colors

Scraps of cloth

5" x 8" index cards (plaln white)
I box straight pins

I palnt brush

Compass

I box yummed stars

5 nails

“hoelaces (thin black nylon kind)

Thin  woeden blocks, 4" square (1/2 dozen)

4" x 8" reczangle (1/2 dozen)

L/2 dozen wooden dowels, 13/8" diamcter

Paper towels

Cardboard geometric shapes (all kinds, 1 dozen)

I package colored pencils

I package large eye needles
Compass

I' package rubber bands

I dozen nails

L package paper «lips

L strawberry basket

L/2 dozen 8-1/2" x 11" outline maps of Africa

'ball pearl cotton crochet string

yemorz

White butcher paper (small roll)
I box wooden colored pegs

/2 dozen wooden dowels

Toy items (plastlc (igures)

1 deck of cards

Wooden cubes and cylinders (1/2 dozen)

Wood rectangle scraps

3" x 5" cards (1{ned)

36 small nails

172 dozen plastic spoons

Boells

Magazine pretures of wild animals

Convergent Production

Fagboard

Prastic cookle holders from store
Cotffee cans

Tambourine/bells

b omilk cartons

Plastic coins

Paper money (bills)

)
b different splces In jarg
sSpoage

I dozen paper cups

< dozen wooden dowels, 3/8" diameter, 2!

long




12.
13,
L4,
15.
16.

17.
18.
19.
20.
21.
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dozen popsicle sticks

plastic baby bottle

glass bottle

package 3" x 5" cards (lined)

different scate highway maps (example: California, Nevada, Utah, Idaho,
Arizona, New Mexico)

l sheet clear acetate

6 pleces strong tapboard, 1' x 2

I dozen protractors

Jar full of dried beans

l touch bag full of items (example: plastic spoon, shell, nail, rock,
ring, rubber band)

L package taghoard, 12" square

l ball of string

l nut and bolt

Magazine pictures of people

2 pair dice

Strawberry carton

I can of peanut shells or plastic ones

Ul — o =

Divergent Production

1/2 dozen sheets fine sandpaper

1 package styrofoam cups

2 packages pinto beans

l coftee can

3 kinds of wallpaper--partial rolls

l package colored wooden 1/2" spheres
Glitter

Scrap of cloth

Paper numbers, 1-10

Pliers

1 dozen popsicle sticks

1 box tacks

1 box brads

| package tagboard, 8-1/2" x 11"

Rug samples, 3 kinds *

I package 3" x 5" index cards (plain) )
| stamp pad for re-inking

l pair shoelaces

l paper lunch sack

4 separate jars (baby food jars are perfect) filled with cotton, each'havigg ’ t:b"'
been dipped {n a different odorous liquid ' “\\
g
Evaluation ,

I roll paper towels -
I box 1/2" cubes, spheres, and cylinders (colored beads)

¢ skeins of knitting varn (2 different colors)

1/2 dozen paper cups (different sizes)

l packasge pipe cleaners oA
I package compressed charcoal sticks

2 dozen popsicle sticks




8,

9,
[0y,
L1,
12,
13,
L4,

15,

I box flat toothpleks

I2 seraps ot cloth (good-sized, different)

1/2 dozen cardboard tules from wrapplng paper or towels
L roll ot white rice paper or equlvalent

I ball ol string

I package of diftrerent buttons

Dricd seed pods from San Diewo troes

2 osmall plastic {ilm reels




501 lns‘gitutc List of Materfals and Services

8.0.1 INSTITUTE
8 non~-pralit corporation
214 MAIN STREET
EL SEGUNDO, CA. 90245

(213) 322- 5995

REFERENCE MATERIALS AND INSERVICE TRAINING MATERIALS

Beqginner’s Reader about the SOt Model

Tuxthook by Mary Meeker — SOL Ity Interpretation and Uses
Manual tor Traiming Teachers Basic SOI Theory A Programmud Text
Collected Papers S1and SOI Apphcations and Uses

SOI Questioming Techmques tor Teachers

SOI ABILITIES WORKBOOKS AND ANALYSES

Iertotle tual Readiness Creative Learning Workhook

Health Eodue anion gnd Are Nutniion Coloring Buok {one per student

SOFcuron alam Work hooks Readimyg Readiness (one per student) .

Personatioend 51 Workhookss

[1SOI-LA  []BINET [JWISC-R

Exercise Sheets (B's x 11) tor 4ny Basic Workbook (per set)

How the Alphabet Doubled Creative Dramatics Book |

BASIC ADVANCED
K& 7 12
Gonergl Ainhity ¥Wor thouks Coanition M 0. i Do you
Memory ) . want
Evaluation Qa .3 BOUND
Convergent Production 0 0 O B'NaouND
Devergent Production ] .0 Workbooks

SOI Waorkbook based on student’s strengths and weaknesses - - computer diagnosis
and prescription bazed on test results trom

Personalized computer diagnosis and prescri, *ion (no workbook). . . .

501 TESTS AND SCALES

Busi tost K 12 SOt Learning Ahilities Test (SOILA)
tndividual Test Booklet

E xarminer’s Manual

Il

Soecral Eilgition and K | SOl Learning Abilitigs Test SPecial EDition
Inchvidi«al Test Booklet

Examiner’s Manual

Rsading Readmess Tist
Indivirfual Test Booklet
Examiner’s Instructions

ool Edducation and K|

Scoring SOIL A Basic Test
Scoring SOI SPecial EDition

N Tost S ONG hevr nes

K 7 SOI Figural Symbohic Semantc Merrory Test

L Py Croativity Rating Scale (1 per student) ..

MY EMAR LD Lanquage Behavior Devrlopmental Assessment {1 per student)

k1 Piaget Tost and Traiming Monwat . .
K17 SOI Renart Card . N
SOI TEMPLATES
[IBINET  [JWISC [ JWISC R [ JWAIS

CIITPA (free) .
2 3

(JWPPSI [ JCTBS
Level 1

LIDTLA | JSLOSSON  [THISKEY NEB

“

INDIVIQUAL TESTING AT SOI INSTITUTE

id
Compiate Tasting Battery
Taating Conturencp

Prices have not been included since they are subject to change., A current price

list may be obtained by contacting the SOI Institute.

\/ vy
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COGNITION

INTRODUCTION
Code - C Color ~ pink

Cognition {s the. immediate discovery, awarcness, rediscovery, or recognition
of Informatfon in various forms, comprehension or discovery. Tn terms of the
dynamics of learning, cognition or comprehension would seem to be the primary
process since every other activity presupposes perception and awareness of
stimuli with the associated ability to discriminate.

Tf one of our goals with the "% ~oture of the [ntellect is to teach children
how to learn, then we need to make some learning enjoyable and free nf pressure.
Students nced learning experiences that have as a simple goal pure comprehen-
sion.  They need to be presented information for the sheer fun and practice of

stimulation. This guide has been prepared with the intent of providing materials
for the teacher to meet this goal.,

The terms cognition and comprehension are used interchangeably in this material.

Questions that begin with "what," "where," "when," or "who" usually are at the
cognitive level whereas questions that begin with "how," "why," or "in what

other wavs" tend to deal at the higher levels such as divergent production or
evaluation.

Much of what you are now dding in your classroom deals with cognition and can

be easilv coded with the‘bogé@tion chart on the following pages. Examples:
A

: \
CHl  Crossword Puzzles CMU Definitions
Cut v od Search Puzzles CMC Word Classifications
CsU Scrambled Words CMR Opposites

CIE Vocabulary Matching

These areas are hest developed with materials specificolly chosen to meet. the
level and interests of your students and are readily available both commercially
and in your present curriculum materials.

GLOSSARY OFF SOL FACTOR DEFINITIONS IN COGNITION
(Wise=K Analysis)

CEFU - Ability to identify objects by name, visually, and auditorially
CFC - Classifles perceived objects

CFR = Ability to discover relations in perceptual. material

CFs - Percelves spatial patterns and maintains orientation

CFT - Manipulates or transforms objects into another visual arrangement

CFI - Explores visually ways to select most effective action

CSC - Discovers omplex relationships, patterns, or systems

CSR = Discovers relations fnvolving letter patterns

€55 - AbIl{ty to discover complex relationships forming patterns or sysetems




ERIC

Aruitoxt provided by Eic:

CMU
CHE
(MR
CMS

Vocabulary

Abtlity to identify classes o words

Discovers relactions fu conceptual, abstract meanings
Ability Lo comprehend or stracture problems in preparation for solving
them

Sevs sceveral meaniaps to a word or expression
Anticipates needs or conscequeno vs of a piven situation

48 .




® P ¢ v @
CFU - Csu CMU
Auditory Perception Word Matching , Vocabulary
U Recognizing Shapes Scrambled Words : Definitions
Visual Closure Crossword uzzle Hord Definition
Misspelled llords to Correct
— _— _T
CFC : CsC CMC
: Picture Class Alphabetizing Classification of Paired
C | Taste, Smell, Touch Letter Grouping Words, Ideas
' Classification of Figures Letter, Even-0dd Word Classification
Number Grouping
. + S e e e il il i e C— -
CFR _ CSR CMR
vlhat Goes Together _ Coding : Analogies
Z R Match Shape to Form Code-decipher . Word Relationshins
@) l Figure-Ground Code Symbol Decipher Opposites
— Dot-to-dot. lJord Matching Word Comparison
;~t: | Mord Relationship
oZ | U CEsS o
(@) _ CSS rMS
O S ﬁugltoryRZegi$g$;ﬁn, Rhythm Alphabetizing Command Sequence
O | PSzz$:nArrgn ement Number/l.etter Series llord Sequencing
| - gemen Hord Reasoning in Math
!
' N B SN S
! CFT CST _ CMT
| Cognition of Figural Rotation Spoonerism Synonyms
| . ) . Rebus
T Fhtation Form Board Reading Backwards Ideas Transformed
Faper Cutting Designs Visual Spoonerism
. Buried Hords [/’\\
' CFI CSI CMI \
; Maze Tracing Number Concepts Reasoning
| g Planning Ahead Number Puzzle Implied Meanings
! Pick-up-sticks , Alike and Different
61 Paragraph Implications

"I coloriry Rook, SO Institute, 214 Main Street, El Segundo, CA 90&%5 O

| - .héh;iniéd w{fh permis {on-fréahthé
J;Bégg ¢) Mary Meeker 1977.
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L T O S RV D coaatfenal o materials can be used to supple-
ment the woriviore s | e fog devedored tor Sol operations,  The following
Pt orcsent s coterial, whidc b cucoded tor the cognlt{ve vperation,  In
St e, s el thar o e il s voald b nsed for several ditferent
cedlbs da v o L i e bl carding by Additional cells (codes)
e i b e e

\

o}
Conmpan N TR Caode
M=ty o . B N P T CEFR

T e Bongnd CFR, CPS, CFU,

(NFs, MU, MFS)
e RN LITRVER et GG (NFC, EFC)
ISR IR R O CFC, (MFC, MFR, NFC)

e tionat Sien Mt ch Up CMR

Caetnl STy ro Soe aned Read CMU

e hant Niphabet Boo CSe

Bedioninge Lmabers Posters oS

[ R NN CFR

oo Mloannel Visuad Ade CFR, (NIFR)

i U Yy qary Count ing Shapes IR

; Sedee b Teanning Shapes CIR
| Sodorn Marh Hinderpgarcen Kit CSU (numbers)
CFR (shapes)

Commun by Workers Cru

Mac Suaps Audmals oand Where Thev Live CFR, (NFR)
Loalaieed Moats Cru, CHMS

color Chart -, Cru, CM;, CMR
Study o of Flant Growth (MlY, CNS
P omd Trael - Cru, CFC

e o Cru

instrin o Steppiag Stones GFR, SR

Fhe Black btamily CFu, CFR
Fomnanity Helpers at Work CFR

Peotnl Signs CMT

Vet hles ond Fraits Cru

Opeosite Concepts (CFR, CFU
Coelor Recoonition CFU

Humerals, Words, Svimbols , €CSU, CMU, CFU
Domin . R CFR, (NFR)
Scede osid Thedir Travels G, IS
bt oo Strects ¢ Cidowalk CME, MR
Nttt ien CHC, CMI, CFC
dalk ceTinnher 1 ine R, CSR
Concept e ter s CAndmat) CMUL (NFC)
Concnnt dad bders (Shapeas) crEr, Cra

Pl Cogmn vy (MG
Arathmetic Roadines: Voeabulary CrY LM, CIR
et be e sone, NG, ENS)

e lavarn o Coont (HS

oot e o Coin [

Vreec npd T hocs A nhgheet CHRETy (NN
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QBEEQQX Haterialw~ Code

‘ [nstructo Understanding OQur Feeling CMR
Magnetic Numerals CSu, (MSS, MMS)
Magnetic Fractional Circles CFR, CFS
St Dominoes CFR
Concept Builders (Food) CFC, (EFC, NFC)
We Dress for the Weather CMI, (EFR, EMR, EMI)
Trend Enterprises (olor and Shape Bingo . CFC
Number Chart Fun CFR, CMR, CSR
Thinking Skills Cards CFR
Number 1-10 Cards . CFR, CMR
Miss and Match Puzzles: What's CF , CFR, (EFR)
Missing?
Before and After CMI, CFR, CMR
Number Sequence CSU, CSS, (NSU)
Colors and Shapes CFR
1-5 Tactile Placement- CSR, CFR, (EFR)
American Abacus Number Aid CSS
Developmental Learning Body Puzzlye CFR, (NFR)
The Many Faces of Children CMU, CMR
Story Telling Posters CSS
Auditory Percepti u CMC, (NMR)
Auditory-Training: Familiar CFU
‘ Soundy Tape
Body Concep: Spirit Master CFR
Seasonal Steancils CFU, (N¥U)
Animal Stencils CFU, (NFU)
Farm and Transportation CFU, (NFU)
Shapes CFU, (NFU)
Lacing Cards CFU, (NFU)
Colored Blocks in Squares CFU, CFR, (MFU, MFR)
Colored Stringing Shapes CFU, CFR, (MFU, MFR)
Design Cards, Colored Cubes
Assorted Puzzles CFR, (NFR)
Functional Signs CMU, CMI
Functional Signs Match Up CMR
Association Picture Cards CFR, CFC, (NFC, NFR)
Today's Date Box CSS, CMS, (NSS)
Western Publisbing Co. Animal Lacing Cards CFU, (NFU)
Shape Lacing Cards CFU, {NFU)
Ambi Tovs Dimensional Puzzle CFR, CMU, CFU
g Lanri Flt-a-CGroup CFR N
3D Numerals CSU, CFR ™
Fit-a-Square-Fit-s-Circle CFR
P Fit-a~Shapc CFR
Q Milton Bradiey ndividual Glock bials €SS, (MS
Dafly Calendar CMS
bl o
VA §




Company

Milton Bradley

ldeal

Materials

Trattic sivns

Color Stacking Disces

Plant Growth

e Sedasons

e Fami @y

Story Kits

Musical Instruments

baetul Stens to See & Read
Space aelationship Cards
Sefquence Cards

Alphabet Picture Words
Fraction Disces

Beade and Laces

Assortled Puzzles

Walk on Number Squares
story Cards (Tell What is Missing)
Arithme-Sticks

Phonetice Quizmo

Flash Words

summit-Global Strategy
Homonvm Poster Cards
svnounym Poster Cards
Antonvm

Hundred Chart

Pick Pairs Game

Map of U'.S. & World Puzzle
Tick Tock Primary Clock
Money Cards

Tell Time Quizmo '
Cards, Numbers 1-10
Multiplication and Division Quizmo
Clock

Dial and Spell

Colored Dot Dominoes
Addition-Subtraction Quizmo
Vepetables and Fruits Poster Cards

Folarved Place Value Sticks

Baby Bolts

(lagsification Charts

How to Tie a Bow

Corar -1 Cubes

Sequenc.s Cards

Countiny Bars

(rbical Counting Blocks

Community llelper Crossword Puwzle

ransportation and Communicatfon
(Croscword Puzelo

Mlastic Heasuring Jars

Place Value Board

Sened ol

Large Ruler:s (Bemonstration)

Code

(MU, CMI

CFR, CMU

CFR, CFU

CFlU, CFR, CFC
CFU, CFR

CFU, CFR

CFU, CFR, (MFU,

(FR, CMR, (EFR,
CMS, CFs, (EFC,
ClTU, CMR

CSS

CFU, CFR, (MFU,
CIFR

CSR

Cru

CSS, CFC

(SU, (ESU)

CMU

CFT, CFR

CMU, CMR, (EMR)
(MU, CMR, (EMR)
CMU, CMR, (EMR)
€SS

CFU, CFR, (EFU,
CFR

CMS, CFR, (NMS)
CFU, CMU

CMS, CSS, (EMS,
CcSS, CSU, CFU

(SS, CSR, (ESS, ESR)

MFR)

EMR)
EMS)

MFS, NFS)

EFR)

EES)

CMS, CSS, CFR, CMR,

(NMS, NFR, NMR)
CFU, CMU

CFC, CFR, (NFC)
CSR, (NSS, ESR)
CFU, CFC, (EFC)

CMR

CFR

CFR, CFC, (MFC)
CFS !

CFU, CFR, (MFU, MFK)
CFS, CMS, (EMS, EFS)

CFS

CFS

CMR, CMS, (EMS, NMS)
(MR, CMS, (EMS, NMS)

CMS, €8S, (EMS)

58S, (NSS)
CFr, Cs5, CMR
S8




Company Materials

Ideal Rhyming fuzzle : X CEUL, CHMR, (FEMR)
Thermometer S (ESS)
Smokey the Bear Game : CSR
Crossword Puzzles (Food) R, (NMR)
Holiday Crossword Puzzles . (NMR)

Eduka id Number Tree 'SS. (SR

Whitman . “lash Cards (+ & -)
Hi Ho Cherry 0
Help Yourself Picture Nouns (FMR)
Let's Do Dots CSR
Bingo for Young & 0Q1d
Puzzles (NFR)
Instruzto Classification Game (NFC)
Numerals and Counting Shapes CFU, (MFU, NFII)
My Fice and Body
Positions in Space osters (NFR)
Chandler Scenic Picture Cards Primary
Mattel _ Farmer Says CFR
Sweet Edutation Supply Flannel Board Visual Aids (Food) ) CrU, (EFU, EFC)
Western Publishing Co. Bead Frame SRA CFR, (SR, (ESR,
Dolch My Puzzle Book CMS
Pay the Cashier
Webber Costello Count to Ten .38, (NSS)

Grove-Tex Money CMU
Money Coins (metal) “

Cupid Time Learner Clock GFR, CMR (NMS,
NMR)

Watkins ‘ Pass-0 ’ oF (NFR)

Imperial We Learn the Colors and Their Names

Wo' lensak instructo Activity Kits ‘ JC, CFR, CHFU, (FEFC)
Bowmar Body Image Wit (FFR)
Continental Press Toy Money

Child Guidance Giant Alphebet Box Csby OS85, CFU
Mechanice's Bench CFR

standard Publishing Co. Holidays and Scasons CFu




Cnmpqqy

Hasbro Industries

Hayes Pablishing Co,

Vedacher Made

tducational Projects

Playschool

Coea ive Playthiops

Materials

lwinkle Pop Jewels

Good Manners Posters
Hoalth Posteors

Animals and Homes
Pouple and Jobs
Colors and Shapes
Domestic Animals and Pets
The Foamile
The Farm
Story Kir

(SIS RETE 1 B
Animal Lotto
Number Bingo 1-10

Matcehup s

- Shape Cards

Numbers Cards 1~-10

Da.s of Week Cards

Monchs ot Year Cards
Seasons Cards

Puzzles

Templates

Matceh for shape and Color
Number-Shape Bingo

What's Missing Cards

Body Parts - What's Missing,
Classification of Happv Faces
Money in the Bank

Clochk

Word Cards (Distar)

GClocks (Different Times)
Months of Year

Cards-1tems with Price
Addition (House No.)

Cards (food with price)
Addition~Subtraction Game

Seasons Learning Manual

Association Puzzle
Triangle Purzzles
Mateh=Up Puzzles
Riinbow Tree

Parquetry Blocks

Color and Shape Holder
Workbench

Matcihnps

Abacus

Shape Groups

Fractlonal Fruits

( If_).g_e

e,
MER,

CML
M1

(MR,

Cru
Gru,
oot
CMS,
CFs,
CFR,
CSR,
CFU
CSSs
MU
CMU
CMU
CFR
NFU
CFR,
CSS,
CFU
C¥FR,
CrC,
(:SS,
€SS
MU
CSS,
CMS
Csu,
CSR
csu,

CMR,
EMR)

CFR
CFR
CMR,
CFR,
CFR,
CFU,
CFR
CFR,
CFS
CFC,

CFR,

CFR, (MFU,
MES)

CFR, (EFR, EMR)

(MU, CMR
CFU
CFC

CMR
(ESR)

CSR, (NSR)
CFC, (EFR)

CFI

CMC, (EFC)
CSR, (ESR)
(ESS)

CFU, (ESR)

CFU, (ESR)

(NMR, EMS, EFU,

CFR, (EFR, EMR)
(NFS)

(NFR, MFR, MFU)
CFR

(NMU)
(NFC)

(EMR)




Company

Transogram Co,

Nitty-Houston

Sifo

Garr:

Edu-Cards

Hallmark
Colertforms
Shackman

Milton Bradley

Allied Eduycatinnal

Tools ftor Education

Kenworthy Ed. Service

Gellew=-Widner

Steek

oo

Wl[vrills

Tom & Jerry Adventures in
Blunder Land

Math Bingo

Puzzles, Low Primary
Puzzlos
Clock

Who Gets [t?

Picture Readiness Came

Dolch Basic Sight Vocabulary Cards
Dolch Popper Words

What the Letter Says (Dolch)

Jumbo Lotto "Community Helpers"
Lotto~The World About Us
Zoo lotto

What's Missivg Lotto
\

ABC Lotto T
Farm Lotto

Go-Together Lotto
Object Lotto

3

Riddle-a-Rhyme
Simple Object Bingo (color cued)
The World About Us Lotto

Spelling Kit

Little Red Riding Hood Colorforms
Shapes, Colors and Forms

Tens Counting Frame
Human Body Parts

0'Hare Starite Program
Number Aid

Phonfc Rummy Set A & B
Phonics for Reading
Ptav Way "Look" holch

Basic Phrase ¥Flash Cards

Code

CFR, CSR

CSS

CFR
CFR

CMS, CSS, CFR, CMR,.
(NMS, NFR, NMR)

CFR, CMR, (EFR, EMR)
CFR, CFU, (NFR)

CMU

CMU

CMR, CSU, /EMR, ESR)

CFR
CFR, CMR

CMU, CFU, CMR, CFR,
(EMR, EFR, EMU, EFU)
CMU, CFR, CFU,

(EMU, EFU)

CSR, CRR, CMR, CSU,
CMU, CFU, (ESR)

CFU, CFC, CMC, CFR,
CMU, (EFU, EMU)

CFR, (EFU, EFR)

CMR, CFR, CFC, CFU,
CMU, (EMU, EFU)

CMR

CFR, CFU, CFC, (EFR)
CFR, CFU, CMU,

(EMU, EFU)
CcSC
CFR, (DMS)
CFR

CFS, (MFS)
CFR, CMR, (EFR, EMR)

cst, (EFU, ESU)
SS

MU, CMR, (EMR)
(MU, (NMU)

CMR, CMU, (EMR)

CMS




(hmwdﬂy

Judy

MeGraw=-Hill
Bl i“Ll

Fishoer-Price

Child's World

Balerum

Mitton Bradley
Crown & [nstructo
Mitron Bradlev « ILdel

Platt & Munk

Sifo, Playschoaol

Preschool-Elementary Fd.

Materigty

Cardbeard clock:,
(Locek
ractaonal cire e
Number-Rito

Feach Mo Phonics Flash Cards

Cardboard Words

To e Ph!)lly.i

Lacing Shoe:s

AMiimals that Provide Food
Animals that Help Us

sum Htick
Floash Cards (¢ and =)
Coninoes

Fop 1Tt Nawber Boards

Animal Picture Puzzleg
Wooden Puzealesg

Moodr & Fmotions Teaching Pictures
Count and Matelh Kit
Counting Brocks
Phono-Viewer Programs
Aquariun/Fishes

Farm Animale Picture
Puzzles

Positions Postoer
Fabric Texture Rook
Number Sequence
Colars and Shapes
Number =10

Gidant Beaded Dominoes & Number Cards

Picture World Builder Puszlce

Hagnetfo Counting bDisce and Thirty
I'rame

Form Puszle

Woaden Traftic Sign.,

Wooden Puzzles

Shape Board  and Shapes

Fhamel Animale

Flannel Pets

Flannel Cara el Troacks
Animals ITnoa Pond

Code

(SS, (NSS)

CFR, €55, CSR,
(NFU, NSS) '
¢SS, (NFS, NSS)
CFR, €SS, CFS

Cru, CMu
CMS

FS
CFR

CFU, CFR, CMR
CFU, CFR, CMR

¢SS, (ESR, NSR, ESI)

CFR, (NFR)

CSR, (NSR)

CFR
CFR

CMR, (EMR)

CFR, CSR, CSS

CFU, (MFU, MFS, NFS)
CMR, CSS (numbers)
CFU

CFU

CFR

CFR

CFU, CFR, C¥C

CSU, €SS, (NSU)
CFR

CFR, CMR

CFR, CSR, CSU

CMR, CMU

CFR

('FR

GMUL, CML
CFR

CFR, (NFR)
CEU

CFU

¢y

cry




GCompany “dﬁf?j;ﬁbi Code

. Preschool-Flementary Ed. Arithmetic Readiness CFU, CMU, CFR
’ tiderstanding Our Feolings CMR
Discovering Opposites CFR
Door Locks CFR, CFI, (EFI, NFR)
Flannel Board Aids
Pick Pairs (sce box 11d) // CFU, CFR, (MFR, NFC,
e « EMR)
Beginners Number Poster Cards .. CFU, CSU, CMU
Wood Templates e CFU, (NFU)
Rubber Animals CFU
Cloth Rooks : CFR
Color and Shapes Matching CFR
Let's Play Safe CMS, CMU
Number Tree and Peys CFS
Color, Squares, and Shapes CFR, CFlU, (MFU, MFR)
Food Cards CFU
Matching Color & Shapes CFR, (MFR, MFU)
Abacus Board CFs, (NFS)
Large Cardboard Coins CFU, CSS, (MFU, MSU)
Small Felt lLetters CFU, CSU
Laminated Math Cards (Mcasurement, CSS, (ESS)
Money, Kte.)
Clock Flash Cards CFR, CMS
Spalding Phonograms CSU, CMU
Plastic Alphabet Squares CSU
‘ Functional Sign Cards CMI, CMU, (EMI)
Measures (Gal., Qt., Pt.) CsuU, CSS
Alphabet Practice Cards (lLower CFU, (MFU, NFU)
Manuscript)
Measuring Cups CSs, CSuU, (ESU)
Checkers CFS, (NFS)
Uncle Wiggly Game CSR, CFR
Kitchen Bingo CFR, (EFR)
Food land CFC, CFR, (EFC)

Handmade Cut-Outs (Kitchen Utensi’s, CFU
Foods, Cleaners)

Additiona] uncoded ftems are listed below:

Company Materials
Ideal Visual Closure CGards
Parker Brothoers BOGGLE (Hidden Word Game)

GRAPPLIS (Scramt led Word Game)

Lefsure Learniag Fraction

‘l" Creative Teaching Attribhute Dominoog
Astsoe,
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(:'_‘ mpany

Meoterialy

‘ RN
Trend Faterprises Untanple the Maze==Wipe~-orf Catds

American leachiing AQds Lot rams

LOGNTTION ACTIVI T

Activities tor the cognltlon tactor .are presented on the following pages. The
letters (vode) o the tpper right-hand corner correspond to the Cognition Activi-
ties Grid presented in the Introduction of the Cognition scction,

\nswers to activite pussoies are presented at the end of the activitics.




CHECK YOUR PERCEPTION s\

l. OBSERVATLON /

Look at the figure on the left-hard side. Now see ™ f you cam find that figure
hidden In the drawings on the right. ‘

Ulrcle the figures you think hide the original figure.

—__._.-.-._.———_.—_-—_——_——_.-———

- 2. PICTURE THIS

Below are some objects with thelr details missing. Can you name what these
objects are?

il — o ’ , "
.-.‘\ m—
//\ ‘.‘\ ) Q (-\ - —— \ l‘
I ty | :) k\k I't7‘/ Q — A\ <« S
"_‘_ — \ e .
\\\ - \




CFU~1

(Cont.)
3. TDEMPIEY AND My on
Pock b the ricare 0 the Lott, then vircie the one that matches jt.
. '. ,_‘1 .
N v .
‘;‘\ " ! N l)- !
= /’ ——=7)
‘ —
\ R ( ., N t
7] [).
v
CLASRSTEY !

fwo tiowres dn cach row are ceact v alike.  Put o cheek by these figures,




Ciru-1
(Cont,)

1o PATTERNY

Complete the patrerns below:

?
:

e T T S

<...__.._._.._.._..___....._._—_.-.-__——

b, REVERSE

L

The top

Figure on the lett is (he reverse of the right drawing., Drawv the
reverse of each drawing,




CFU-1
(Cont.)

7. ROTATION

Examine cach pair of dice. If you think the first die can be turned into .
the position of the cube opposite, put a check.

sika

. VISUALIZE

Circle the strings that would make a knot if the ends were pulled,

—.................._._—......____-—__—_‘-..—.——....—.........-..—--

9. ANATOGY

Which figure on the right completes the relationship you see on the left?

ol -fE=1




CFU-1
(Cont.)

10, Lo,

‘l’ Look 1t P serie on the g

ity then draw what could come next.

‘ L1, MEMORY

Studv the e shapes for two minutes.  On a separate paper draw as many as you
©
rememboer.




SHARPENING YOUR SENSES

An important part of brain exercising is using all of your '

senses. Most people don’t. It’s another example of not
using what you have. Problem solvers need all the help
they can find.

Try to imagine the things listed below. You can rate yourself
on each one: easy, hard, can’t do it at all.

. Imagine the taste of peanuts.
Imagine the smell of gasoline.
Imagine the sound of a car starting.
- Imagine the feel of swinging high on a swing.
Imagine the taste of a banana.
Imagine the smell of toothpaste.
Imagine the sound of a dropped book hitting the floor.
Imagine the feel of biting into an apple. '

On with more complicated ““imagine”’ exercises.

Imagine the taste of chocolate ice cream changing into the
taste of a piece of orange.
Imugine the feel of hopping on one foot changing into the
feel of skipping.
Imagine the smell of bread toasting changing into the smel] .
of peanut butter.
Imagine the sound of a friend laughing changing into the
sound of a baseball tﬁt Fitting the ball.

) - .
LS 70:




CFC-2

You neod:
Hasasines

Scissors

Paste

Larye sheot of peaper

Find aod cut out pictures of foods,

Group and paste in groups according to classifications of your choice. You
rloht choose:

Salty
Swee t
Bitter

Sout

}"HIHIH ! [‘l.]\'l'

My Favorite Foolg

Foods Hhye Nowver Tansted

‘ Pooda 1 Do Not Like




0O Ofn n
O njo O

Materials;,

+1 domino cards (See following pages,)

Activity:
(SN
fhree to four students may play.

Cards are placed face down on table.

Fach plaver draws 5 cards.

One plaver beglns by placing one of her/his dominoes face up on the table.

the next plaver on the right must match either end of that domino card, pass,
or draw one from the pack.

As long a¥% the player can match an end s/he may have another turn, or draw
from the pack, or pass.,

First plaver who gets rid of all her/his cards wins the game.




CIh
(Comt L

6 o)

Pt et i i b s,
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CFs-1

HOW 10 CREATE AN TLLUSION

We all need to be aware of how we can be deceived by what we see, Artists,
st oaers, englneers, and other people are aware of this and usce chis factor in
thelr work, By Lecoming fami Liar with optical Illusions, we can also learn to
understand our sarvoundings,

home tepes of optical i lasions are Iisted below:

L. A vertival line usually a)pgﬁrs to he longer than a horlzontal one.

Figures left open appear te be larger than an cqual figure completely closed.
o

Voo brawings of 0 three-dimensional figure on a f{lat surrface secem to change,

4o Placing one figure beaind the other or drawing with depth makes equal figures
seem unequal,

oo Surroundiny lines or Figures make other lines or figures appear distorted.

b Light-colored figures appear Farger than dark-colored figures of equal size:
7o The distance between interrupted parts of a drawing seems to shrink.

oo Widpets, Tontinuous hoxes, ahq S0 On.

&

'ry to desipgn o sample of cach tyne.  Then, create a pleture or design of optical
il Tusions, \

Lo
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MATCHING SHAPES

Whieh puzite picce can e moved over the dark puzzle picece by sliding or turning
Lt only! (It piece cannct be flipped over.)

t
I




CFS-4

MIRROR IMAGES

Lf you flip or ref720t a shape, this gives a mirror image of the shape. Threc
samples of shapes and thelr mirror Images are shown below. Can you draw In the
other nine?
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PUZILE DESIGNS

Use these designs to make your own puzzles,

Color the shapes and cut. Excliange
puzzle pleces with a friend.




PUZZLL FLLCES

Clrele the letters benecath the two puzzle pleces that would comp

lete the rectangle.
The picce may be turned but not flipped.




Which center circle is bigger, A or B?

OPTICAL TLLUSION

Measure to find out.

Which looks bigger?

Why?




CHANGING SHAPES

L. Using only one shape how many different designs can you make?

2. Using these shapes can you reproduce your original shape in a larger size?

3. Comhine the various shapes and create new designs. Trace the outline of your
designs on paper.

4
*

4. Follow the directions on the following pages for rearranging shapes.
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-~ NONVEEBAL PUZZLE '
bjcctives /// '

Development offgroup—working skills in problemrsolving, developmenc of group
awarenejs;/;nﬁ better acquaintance among group members.

[
3

. . . . 4 S T

) Directions ' L . o ;“ o
A group of five ﬂEOple works at a time. ‘'There 1s to be, no talking or' other

~ direction of one person by another._ Each person rectives three nuzzle pieces
and the group task is to put together tive squareg (6".x 6"), one in front .
of each person, -(See follawing pages.) The puzzle is not' completed until ail
five squares are complete. Altbough one person must not ‘thke pieces unless
they ave offered, anyone can give any number of his/her puzzle pieqps to any-
one else, - Players must- not ask for pileces they need *

[y ' o
.

After the puzzle is qgmpleted discuss group feelings as a group. Find out
how thé flrst person to complete a sauare felt about it, -how the person un-
able to make a square felt, and so on. .

Looking'on, but 10t doing the puzzle, other students iay act as process "
observers, looking to see how well the group acted together, who was most’
ungelfish in helping-others, who did not help, and so on. Observers partici-
pate In the discussion of group techniques and critiquing of the process.

Variations T ) : , e

1, - Make twq sets of. puzzles and have two groups work’ simultaneously This is
good because players feel 1t-1s a game, group against group.

oo

2. Allow-the process observers to tag one of the group, changing places. with
o him/her and helping to solve the puzzle.

This puzzle works well if students are sitting on the floor,~altnough sitting
around a table works well too. The discussion about group feelings is most®
important, as well .as the conclusions students draw about working in a group,

-
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PUZZLES

8

Form a square from these shapes,

~ o1 11}




MAZES

Collect a variety of mazes. Categorize them according to
difficulty: ; |

1. Cinchy
’ 2.. Tficky‘
5 (<4
3. Perplexing B , -

3 to

Choose a maze and find your way through'it.. Record the
time it took you on a line graph. Go' through the maze
five times and record the minutes on your graph each

tim' : ' .




HELP THE MOUSE FIND THE CHEESE







CAN THE CAVEMAN FIND' HIS WAY HOME®




CYPS 'N' ROBBERS
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TRACE, THE MAZE | / L




’ » , P

™ A | - . v ‘
.o L APPLE MAZE ) - . L

Begin at’ the word 'S'TART, and:see, 1f you tan trace a path from the apple to the
mari's head without crossing any Jines.
/ - v .

\ ] " . . \‘i‘. . i \ . o w . \

. . s U g '
* .\‘» Ll
. ' T . N _ o »

-,
~.
\"«, . .
. , -
2 ]

©

e




LN | | . / . : CFI-3
' y "~ (Cont.)
G-MAN CIRCULAR MAZE

Bill Stacey is Hd¥t on the .rail of some bandits. Tgke your pencil and start in
the "G" Car. You must not cross any solid lines. at's the quickest route to

the Bandit Hideout?

d
5

v . - J
/

121

107
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“JUNGLE DISCOVERY PICTURE PUZZLE

Sir Arthur Covingham is off on an expedition in Africa. He is looking for
the long-lost temple of.the Mogjuglao tribe. Can you help him find the shrine?

Use your pencil to trace a path from start to temple without crossing any-of
~the lines. : Lo v

1 ’
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CIRCULAR REASONING

Carol Cashew, mild-mannered secretary for a great metropolitan publishing -
company (who is-in reality Lightfooted Lady, champion of justice and nemedis
of evildoers).was on Her way to'put out a fire sale when she was -confronted
by a maze built\by her arch enemy, the evil Suffering Smyth. Not hesitating,

she weaved her way through the maze and arrived at the fire sale in the nick of
time, ‘How did she“do it?

o . - |

LIGHY
FOOTED

 Lapy ¢ | SUF ERING

SMY T
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SPELLING BEL

- an

Start with any letter in the square below, move one square at a time in any
direttion ‘until you have spelled out a common English word of four or more
letters. For example, you can start with H in the top row and easily spell
HURL. Do not use proper names; and do not form plurals by adding "g" to three~-
letter words. Par on this one is 20 words in 25 minuces. There are at least
29 words hidden in this puzzle. Perhaps you can get more.

»n

|

A
N
G
T
Y

111 -
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FIND THE WORDS

Find all pcssihle words within the squares of this puzzle. You may move up,
down, sidewdys or diagonally. The same letter square may be used twice in the
same word if another letter is used in between., In the example below, the
letter "R" is used in the word "roar", but "O" and "A" are used between.

Y oa

13

-+

0

ce i)
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’ | - BREAK THE CODE

In the followinp story, numbels have been used instead of letters. Each number
' represents a certain letter. Your task 1s to break the code and decide what
letter each number stands for.

1. Read ﬁhrough the story'ad much as possible.

»

2. Choose one number-that you can ‘be sure of the letter it replaces. Change
that number to the letter in the entire story. :

3. Do'the same for each number in the story until you have broken the code. ™

i B
A -
1

A Trick . Break the Code
One ho5 d3y, 37 winsed 50 . 1. | | g
_ 173y 3 5264k on hés £26end, 135. R .2
Ty He offered h6m some §4e-4o7d 7emon3de. c 3. "
When 135 53sSed 65, he mdde 3 5e226b7e . o+ 4. -
. ‘  f3be. 37 73ughed be43use he hidn't ‘ | . 5. | ’
K . spu5 3ny sug32 6n 65. 5h35wds'3 6. |
) | 123456437 joke. . - 7.

Try writing your own story or message using a similar.code.

&
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~ "7 TRELLIS TWISTER |

The trellis in the left-hand corner ia-one of the other eight as seen from t:l:ie"' "
back. Which one? SRR S - : C

- g | T

v ~ B ' .
T ~ T | - 1 J
] (e 1 [_l. L o | || |
- b -
-
- .
- '4
6 X 7 8 +1.
pny . .
et :’ . -
-
| G | | D - T TJ ] ]

-«

From A/termath, Book 2, Page 6. Published by Creative Publications lnc. Palo
Alto, California. 1 ,)”114
e




" Purpose of Lesson - ' ' .

ATTRIBUTES

i . . - . 7

1 Yaoov ¢
The students will be able to discover similarities and differences among

v“attribute cards.

’

MateriaIs Needed - .

 Attribute. cards, - (See following pages.) These designs may be cut out and

N

pasted on .cards or the teacher may make a set of cards by drawing similiar
lines on 3" x 5" cards with a felt pen.

Attributes for Attribute Cards

. { )
-Wide and thin lines
-Broken and continuous ) )
~Curved and .straight, irregular - . T
“«Double and single lines”
-Horizontal and vertical

, Activities ' - _ , ' o L

‘Rules for Attribute Dominoes

Discuss the meaning of attributes. Teacher decides on a certain attribute or
combination of attributes. Teacher shows cards one at a time, rejecting or
accepting each. Students evaluate cards teacher has accepted and determine the
attributes:; . 7 ' :

Variations. S - ' i ' “.

The attribute cards could be paired and copied on rectangles of chipboard to make -
a set of attribute dominoes. . Ve

Each player draws 10 dominoes. The object is to-rorm the longest possible chain
according to some rule of matching. Rules for matching:

Dominoes must “have ends that match, exactly.

Ends match except -for color.

Ends match except for shape,

Ends match except for size, -

Ends match in color only.

Ends match in shape only,

Ends match in size only,

Ends have exactly one difference,

Ends have exactly two differences.

Ends have three differences, . . :

ja .
O N O~ O N

Note to teacher

There are many good commercially prepared attribute blocks, cards, and dominoes
available in educational supply stores.

1.‘5.')

4
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CMC

WORD COLLAGE o

* You need:

: Magazines
. Scissors

Paste
Large sheet of poster or construction paper

-

‘ Select a category of words, for example, nowns, adjectives, or verbs.

-Searfh through the magazines and find examples of'your words, the more colorful,
the better! Advertisements and titles are especially good sources of large,

colorful words.

Cut out.words.

Arrange artistically and paste them on the poster paper.

W

123,




CMS

ORAL  COMMUNICATION

' Objective

The student will use descriptive words orally to communiéate directions to
other students for drawing a given shape,

Materials Needed

| “ x 8" cards with pictures or goometric shapes drawn on them. (See next page.) .
Paper and pencils :

Activity o . ,
i..,Discuss how to give directions well so that others understand.

2. Discuss organization of thoughts and how to develop a sequence to the
directions. .

| 3. Divide the class into groups of five.

4, Each child in the group wil. have an opportunity to give directions to the
other children in that group. \

5. The child who will be giving directions receives a 5" x 8" card with a
picture or geometric shape drawn on it. (See next page.) Without showing
the rest of the group the student will use only words to explain how to draw
the shape. S/He may use only words telling the types of lines to use, the
direction the lines are to go, the length of the lines, and the distance

" between them.

6. The other members of the group draw exactly what they are told. No ques-
tions may be asked of the direction-giver.

‘7. At the end of the instructions, the group compares drawings to the original.

4

8. Another student then gives directions from another card until each child has
a turn.

1

9. Discuss the problems in commonicating effectively and how to remedy the
problems.

Lgn

126
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(Cont.)

o o SUGGESTED FORMS FOR CARDS

These forms can be cut apart and pasted on cards.

EnVAN ()

127




 CMT-1

WORD ATTRIBUTES

Choose a word. Think of the attributes of that word. Draw. those attributes
.+  1into the word.




CMT-2

MOUNTAINS OUT OF MOLEHILLS

Here'are eight simple sayings iranslated into complicated language. Match them
\ with the original proverbs on the right.

1. A superabundance of talent skilled in the ' a. The early bird catches
preparation of gastronomic concoctions will the worm.
impair the quality of a certain potable ' :
"solution made by immersing a gallinaceous b. A fool and his money are
bird in.ebullient Adam's ale. soon parted.

2. -1Ind:viduals who perforce are constrained . c. Waste not, ‘want not.
to be domiciled ir vitreous structures of '
patent fragility should on no account : d. Too many cooks spoil the .
employ petrous formations as projectiles. - "broth.

3. That prudent avis which matutinally e. Look before you leap.
deserts the cosiness of its abode will .
ensnare a vermliculate creature. f. All that glitters is not

‘ . S gold.

4, Everything that coruscates with A . .

effulgence is not aurous. g. People who live in glass
i ' ' ‘houses shouldn't throw
5. Do not dissipate .your competence by - ’ stones. . -

hebetudinous prodigality lest you sub-
sequently lament an exiguous inadequacy. 'h. It's an ill wind that blows
' nobody any good.
6. An addlepated bonehead and his specie '
. devaricate with startling prematurity.

7. It can be no other than a maleficent
- horizontally propelled current of gaseous
matter whose portentous adv :nt is not the
harbinger of a modicum of beneficence.

8. One should hyperaesthetically exercise
macroscopy upon that situs which one will
eventually tenant if one propels oneself
into the troposphere.

e
. Ca

Discuss: After trying this semantic exercise what conclusions have you reached
about the use of words and communication? ‘ .
Try wfiting some, of your own proverbs or faigg tales using big words. You will -
need a good dictionary! ’




CFU-1 CHECK YOUR PERCEPTION ' ‘ . AN

1.

2.

3.

: '40"-

7.

8.

ANSWERS o | \

The ability to see one pattern within another 'ls necessary to develop A
original designs and to observe things closely:” You should see the basic
pattern in numbers 2 and 4. (If a child can explain and diagram number so
it fits, correctly, give him/her credit.)

Perception is an active, pettern-seeking process and is important to the
act of thinking. Just as you tried to find a pattern in number 1, here you
get "closure." . You may be able to supply the missing detail in your mind
due to having seen these objects in the past. Your mind completed the
closure of an incomplete figure. :

Answers: hnhse, violin, tape dispenser, book, camel.

The correct answers are: c, D, B -

If you could match these correctly, you looked for patterns. If you can

.do these quickly.you have .seen the pattern as a whole.

The‘long way involves detailed comparison and perhaps talking to yourself.
The computer uses this method and is'a slow visual thinker. A computer
takes great effort to perform operations that humans can perform effortlessly.

.This operation 1is mdre difficult because it establishes categories for sepa-

ratirg items. A computer must be programmed to gain the ability to classify,
but this is a routine matter for the human mind. How easy was it for you?

Answers: a-and e, a and e, c and f

Activities involving drawing shows how actively you seek patterns. To draw
the. required image your mind and eyes have to work together to "see" it

.correctly.

Rotating objects in your mind 1s more difficult. You have to use imagina-
tion and base it on what you see. ’

A three~-dimensional object is even harder. You-have more areas to think

: about and consider.

If you checked the first pair of dice, you rotated the dice correctly.

You had to move a plece of string in space in your mind. ' This is very
difficult and requires you to form the image in your mind.

I

Answer.A The knots are B, C, E . ’ ‘

Logical reasoning can use visual thinking as mugh as verbal or mathematlcal

" thinking. Putting objects together from an idea presented is used by the

artist and inventors to create new 1ldeas.

To answer correctly, ydu should have: D and C

N




11.

Row
. Row
Row
Row
Row

Row
Row
Row
Row
Row
Row
Row

CFS-

come next.

The answers are: :

I [P
-
»
. \

Picturing imagea can become more compliqated as in this‘activity. Based
on a pattern of what you have seen, you are asked to visualize what would

Al

) R RO U

AThe ability to remember what you have seen is hard to measure. A poor
nemory may be the result of inaccurate perception. In fact, active® percep-
tion and a faithful memory are closely tied together. The more actively
you perceived these figures the better you remembered them.

CFS~-3 MATCHING SHAPES

/

1--A

2--C

3--C

4=-A A
5--B .

4 MIRROR IMAGES

‘i -

CFS-7 PUZZLE PIECES

1--B and )

-2=-=-A and

3--A and E ot B and C
4--C and E

5--BR and D
6--A -and E

7--A"and C

LAge

.
f
! -
s
,
n

1

131




(o1 ATTR;BUTES

a0

¢

Wide, double, vertical
Wide; thin, curved, douvble

.Broken, straight, thin, single

horizontal +

Broken, straight, double, wide,
horizontal

Double wide, vertical, Broken=

Thin, wide, double, horizontal
continuous

Wide, broken, irregular, single

Single, thin, wide vertical
continuous

Thin, vertical, continuous,,single

Irregular, thin, wide, double broken
Curved,vwide, single

Vertical, single broken, wide,

“straight
. Thin, wide, horizontal, broken,

single straight

Thin, wide, irregular, double,
continuous

_Double, Vide, thin, horizontal

. straight, broken

20,
21,
22,
23,

24,

‘ Irregular, thin,- single, continuous

Double, thin, irregular continuous
Double, wide, irregular, continuous
Thin, wide, double, broken, curved

Thin, straight, vertical double,
continuous

B ’ .
Broken, double, thin, irregular

Thin, horizontal, straight,-single,
continuous

Wide, thin, single, irregular,
continuous

Wide, single, irregular, continuous

1

25,
262

27.°

284
29.

30.
31.

32.
33.

34,

37.
38,
39,

40.
41.

.42,

43.-
44,

45.

'o'\
1\)'

132,

'Broken, double, curved wide "

| Double, broken, thin, straipht T

‘Curved,idouble, wide, continuous

Wide, single, vertical, straight,
continuous

Curved, thin, single, broken

Thin, broken,. vertical, straight,
single

Wide, thin, continuous, straight,
si gle, horizontal .

Broken, irregular,,thin, single Y

Vertical, qQlee, thin, broken

| stratght"
'Broken, curved, single,. wide
Straight, vertical wide, thin,

thin

broken, single
Curved, single, wide, thin, continuoua

Double, continuous, wide straight,
horizontal

Broken, irregulargmsingle, wide, thinA
Broken, wide, irregular, doubla
Broken, wide, curved, single

Double, thin, continuous, straight
horizontal

Single, curved, -:.thin, 6ontinuous

Wide, single, continuous, straight,

'horizontal

Broken, double, thin, curged ,

Wide, thin, vertical, straight,
continuous, double

Broken, vertical, single, straight,
horizontal

Curved, double, thin, continuous

horizontal

Double, wide, thin vertical,
straight, broken +
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COGNITION TASK CARDS - .

v
“ . ' . J : . ’ - :

" Task cards created for use with the cognition factor arelp:esen;ed on the
following pages. Answers for' two of the rnzzles are preésented at the end
. of the section. . ' , oy )

The task Cardélha§e also been printed on a heavier stock and sets (Stock No.

. 41-8-9941) may be ordered.through the Office of Materials Development, telephqdé‘

:
* .
29 3-8140 . - ’ ‘ .
’ »
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\ ' , Tésk Card 1

. COGNITION WALK*
3 i

Leave the confines of the classroom to take a cognition walk. Keep your senses
alert and be-keen observers. Maybe you o;n arrange to go in small groups.

Disct : and name all the things you sdge and hear, as well .as what you can touch,
taste, or smell.

-

When you return to the classroom you may want to discuss write about, or draw
+ plctures of your walk.

¢

*A pecod activity to introdure and discuss the concept of cognitlon,

13}'15’




""Variations

C
Task Card 2

ALPHABET SOUP

Materials Needed

Alphabet macaroni (at least 1 teaspoon per student)
Toothpicks (optional, hglpful for separating the letters)

Activity : _ y

Students are given one teaspooaful of alphabet macaroni. T.éy are given a time
limit (5-15 minutes) to make as nany words as they can from the macaroni.

!

-

"Begging time" can be called by the teacher for five minutes, and students can
ask others for letters they need. "Begging time'" is ended by the teacher.
Students have five more minutes to finish their lists Jf words. Point values
can be ‘assigned for three-letter words, four-letter words, and so on. The
students t?tal their accumulated points to determine a winner.

Students may practice making words from macaroni as an independent activity.

Play the game again but place the words in a crossword puzzle form.
b \ :

' Student can use macaroui letters to "write" original poems on wooden plaques or

on cardboard. (Letters are glued on, then covered with shellac or varnish.)

(This activitk is coded CSU.)




c
Task Card 3

" "FOR YOU TO TRY

~

Try one or more of the things below. Give a brief report to your claés or

teacher on how it came out.
teacher.i

(;'
1.

2.

Feel free to suggest your own ideas to your

Take a walk and list at least 10 sourds, sights, or smells you never noticed
before. On your way to school, try going a different way, or go the same
way and try-to find something you've never noticed before.

Ask your mother to let you prepare a new dish for supper——sdmething no one
in your family has tried before. .
Get a committee to prepare a bulletin board on unusual ideas.
to worX alone, prepare a notehook instead.)

(If you like
Téﬁe record some unusual sounds., Ask your classmates to identify. them: or
record common sounds and play them at different speeds. ‘

Report to the class on a new ldea you have found helpful at home or at
school.

~J4
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Task Card 4

TRACE AND ERASE

[y

4

The object of the game is for one playér to "erase" all four words of his/her
opponent, and.then tell his/her opponent the words which he/she managed to
"erase." - . . . :

Two players may‘participate. Each player has a boardron which are two squares
with 100 boxes. The boxes are numbered on top from1 to 10, The letters A-J run
down between the two squares, one letter alongside each box. In this way you

can designate the position of any box. For example if you'call G~4, that means
the seventh box down and the fourth box in.

When the game starts, each player has exactly the same diagram. S/He marks the
left-hand square "My Chalkboard" and the other square ''Opponent's Chalkboard."

Each ‘player starts with a chalkboard on which s/he has placed four words in
any place or any position, vertically, diagonally, or straight across. S/He
must decide on one four-letter word, one three-letter word, and two two-letter
words. The only two restrictions are that no word may touch another word.
Each word must be separated by one blank box, and only one letter may appexnvy
for each box. (The example shows how you can position your words and also
keep track of the boxes you .called from your opponent's chalkboard.)

The players .sit opposite each other with the stand in between them so that they
cannot see each other's charts. Once the words are' placed the game starts.

The fdea of the game is to try to érase your opponent's chalkboard completely

and guess the words s/he has used. If you call out a box on which your opponent's
word is placed, you make an erasure. But one erasure is not enough to erase

the whole word., You must hit every box on which that word is positioned.

The game starts with the first player calling out four different boxes. As s/he
calls each one, s/he marks the call on her/his own "Opponent's Chalkboard."
Looking at the example; the first player has called out 1-3, D-4, E-5, and B-8.
After s/he completes the full call, her/his opponent reports if any erasure has
been made and if so what length of word s/he hit, and the name of the letter..

For example, her/his opponent must report "no erasure" or "one erasure' on a four-
letter word, and the letter is D. k

The other player then gets a turn. S/He too records calls on her/his "Opponeat's
Chalkboard." The first player records all her/his opponent's erasures on her/
his own chart and tells opponent what erasures have been made.

The example indicates that the second player has called A-3, B-3, C-3, and D-3
and has made an erasure on the first player's four-letter word.

Play proceeds in this manner with each player keeping a record of every call
made by her/himself and opponent. In this way each player learns wherz opponents
words are located. l—r"
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' C
. Task Card 4
(Cont.)

After a player loses an entire word s/he is entitled then to only three calls
oneach turn thereafter. In the same way, any time a player loses a word her/

his calls are reduced by one. When either player succeeds in erasing and
guessing all four of her/his ‘opponent's words, s/he wins the game.. B

1’2 345 6 78 910 2,3 45 678 910

y- -

X
CiX 3

>3
IO m OO o >

L-_




A ]

Y-

c
X ‘ Task Card 5

FINGER PRINTING

fAdditional.Activities

L Materials Needed . ' : _ 5 -

‘ »

Stamp pac
Copy of the finger printing card

AMagnifying glass

.Directions

Fill out your. own firger printing form. You might want to use your imagination
in filling out parts of the form; for example, allases. After your prints are

made, classify your prints according to type.
arch % ' |

loop

whorl q!!li;»’

3
K

If you can obtain some finger printing dust and a brush you might try to solve
a pretend "WHODUNIT"!

- After a- group has completed finger print forms, put some printsvon blank cards.

Identify the prints by using the forms.

e
Y|

142




C
‘ . _ o , Task Card 5
. : ' \ (Cont.) .

FINGER PRINTING FORM .

' . t

LEAVE THIS SPACE BLANK . : : - sex
: . RACE
Pl M. . CLL . LAST NAME FIRST NAME MILDLE NAME '
" SIGNATURE OF PERSON FINGERPRINTED CONTRIBUTORFPAND ADDRISS ALlAsES . T N [ WTL
B | pOLICE DEFARI MENT o oare o7 B
' B R . :
RESIDENCE OF PERSON FINGERPRINTED ‘ o 5
S T AN DIEGU, CALIF.
OGCUPATION . : _CQNTRISUTOR'S No. LEAVE THIS SPACE BLANK
‘SCARS AND MARKS . | AMPUTATION ) PLACE OF BIRTH | cLass

. . "

CITIZENSHIP . ' :

t .

\GIGNATURE O OFFICIAL DATE ' NEF

TAKING FINGERPRINTS ' CHECK IF NO RECORD . "

IS DESIRED
N Y
‘ 1. RIGHT THUMS 2. RIGHT INDEX 3. RIGHT MIDOLE 4. RIGHT RING ) 8. RIGHT LITTLE
. .
N !
Ay
L
' 1]
0. LEFT THUMS ' 7. LEFT INDEX 8. LEFT _NIDDLI 9. LEFT RING - 10. LIFT. LITTLE

CLASSED BY o

SEARCMHED BY
LEFT FOUR FINGERS TAKEN SIMULTANECUSLY - RIGHT FOUR FINGERS TAKEN SIMULTANEOUSLY

CHECKED BY

: T

* . LEFT THUMSE RIGHT THUMD

. ' | A
' STATE BUREAU OF IDENTIFICATION
SACRAMENTO. CALIFORNIA

e s ,

' ‘
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Task Card 6\

SAY IT WLTH Vo

SYNBOLS

The signs along our highways give directions to
drivers. A'good symbol should enable the driver -
to recognize its meaning instantly. Design

a symbol for each message below. . :

9

*__———d J—_—— L— \’ e e——————

Animal Crossing S1ippery Road ' Railn“oad Crossing

.

. t
i
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4

parevier o

1. Sélect a"category, e.g., football, traffic directions,
~ air traffic controller, and so on. Y G

2. Design different hand signals that would indicate a . N
command, phrase, or saying within that category. \ o

Q 1155»1-0
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Task Card 8
FAVORITE QUOTE . 2
- X
Materials Needed ‘
}“ A book of famous'qudtations‘ A Co
- Poster paper .. . v
Crayons, colored pencils; felt pens, etc. =~ .- . . o ' ’
| o . ,
‘Activity
Choose a favorite famous quotation and make-ﬁ postér which illustrafes the >

' quotation. ‘Examples: "If you can't stand the heat, get out of the kitchen."
« Or "The buck stops here." (Harry Truman) Cr other famous quotes.

IS ' b3

[

‘e




Declare a '"No Talking Day." .Give each participant "The
Great I'm a Non-Talker Memo Book." Players may communicate
only by writing. Each non-talker will receive a set of
‘small prizes: points, chips, and so on. If v
someone hears a player talking, he/she may take one"
of the talker's prizes! The game may be made

more complicated by adding additional rules, e.g.,
if a spelling or punctuation etrror is found the
player must forfeit another prize!

R e . hatnet bl

No talking at recess!




| | THE MY'S TOIR -
' " d :‘ I . r .
'!hc otudent v111 ,nnd my di.ttocd cop:lu o! this chuaboard,
acetats. It day tm w atmu to solve ‘this p:vblu.




TOOTHPICK TEASER

Material Needed ' o S ,

Toothpigks_(Z‘)

Directions e o .

’
. -~

[

Arrange them in the positign as shown. Remove 8/ toothpicks to create two
. squares of unequal size., ' ' - _ Yy -

P

“(In this activify the process of actually manipulating the toothpicks ujtil &ou /
perceive the solution is important.) _ ' | o .

. } 1 . . .
/ ) CReeeap ~ “g K -

TOP SECRET! When you discover the solution, do not tell, Allow your classmates
the thrill of discovering it themselves! ’




Task~9ard 12

Materials Needed .

— .

Paper ' S .
Crayons

A partner

Directions ) . "”f- , a ,

In this actiVity you must depend only upon verbal communication!

&

. 8it back-to-back with your partner. Each of you will need crayons and paper.
Begin to draw a picture (or design). . Describe it to your partner. With each
additional item you add to yvur picture, continue to describe it to your partner.
Your. partner may ask questions about size, shape, and color, but only questiona
that can be answered "Yes" or "No.'

\ L
. »

When you finish, comoare. What features were communicated accurately? Were
_there some misunderstandings? -

>
. . .
¢ .

Discuss ways of describing features more precisely.-.

This activity ‘could lead to a deeper discussion of problems in communication,
Relate experiences when you were misunderstood or when you didn't understand
-someone. What was the cause of ‘the problem? What did y»u do?

&
| . : . _ _ Lo ‘

oy -

i by

. B 150




Find all 26 letiere of the alphabet in this all-in-one.
You will need to study it from every direction to find
ther all.

Try making your bwn all-in-one.




7

.4 : o/

Materials Necded f‘ .

Colored cellophane :
Tagboard : f
Scissors j
Paste

Activity \ /

. |
Here is a way to rediscover a familiar environment. Create a flamboyant pair
of eye glasses with cellophane apd tagboard.

Take a cognitive walk and redisc&yer your environment.

Think divergently on this comprehénsion activity and experiment with blending

, the colors. :




ANSWERS

~ Task“Card 10

N
\‘. .
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Task Card 11
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MEMORY *

INTRODUSTION
Code - M " Color - Blue

Memory is the reten:ion or storage with some degree of availability of informa-
tion. Memory is essential to academic success and is one of the easiest of the
operations to develop. There are many fun activities and interesting tasks

~ available which will motivate students to improve their memory. Many commer-
clally made games are available which can enhance memory training.
It is important during memory lessons to encourage the students to discuss how
they remembered things. Did they repeat a concept over and over (repetitionm),
did they clcse their eyes and picture it, did they make associations? By
encouraging this informal analysis students become aware of the different memory
systems, try them and, hopefully, discover the systems that work best for them.
Many mnemonic devices can be taught. Excellent books (mary. in paperback) are
available on memory training. These are excellent sources of information for
both the teacher and student.

3

Have fun with these lessons.

’ GLOSSARY FOR SOI FACTOR DEFINITIONS IN MEMORY
‘ (WISC-R Analysis)
MFU - Recalls materials learned y visual and auditory presentation
MFS - Recalls arrangement of objects previously presented
. MFT - Memory for transformations of figural material previously changed

MSU - Recalls for immediate production after one presentation a seriles of
numerals or letters

MSS - Memory for a system of numerals, symbols, or letters

MSI - Memory for well-practiced number operaticns

‘MMU - Reproduces previously presented ideas or words studied
MMR - Remembers meaningful pairs of ‘words ,
MMS - Remembers order of materials ~r events presented visually or auditorially

¥

II *The memory section does not have an answer section.

\ L5y
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8GT

MEMORY

- F -8 M
MFU MSU /’ . _ MMU
Memory of Objects Presented ‘Morse Code / Memory of Words
U Map Memory Memory for Letters Flash Cards
’ - Digit Recall . Definitions
t . . v//
MFC MSC . MMC

Memory for Classes

Memory of Word Classificatign

1

Memory of Word Classes

(.').

et
©Mary Meeker 1977.

Figure Recall

A

Addition and Subtraction Facts

N 1

C Recall of Classes Presented Memory of Humber Classes Presented and Removed
Presented ; ”
///
MFR MSR _ MMR |
Study and Recall, Positions Memory of Letter Series Antonyms '
: Placement Memory Memory of Names Analogies Presented
R Memory of Paired Figures . Memory of Words/Humbers
' Any Mnemonic System
MFS _ MSS . MMS .
‘Memory of Positions igits Backward Recal Following Directions i
S Memory of Sequential Positions Nonsense Words ; Calendar /
Memory of Dances Memory for Musical Notes Gossip Game /
Memory of Positions (B]ocPs, . : Days of the Week
Page, Designs) ’
| MFT | ST MHT
- Memory of Block Pattarns Misspelled Words Homonyms
T Memory of Paper Folding Word Transformations . .
Memory of Picture Rotations Number Reversals
. MFI - MsI MMI
| Object Recall Multiplication Tables Memory for Implications

Connections Between Elementary
Inferences

Match Job Descriptions with
Characters in a book

ted wi th permission from the SOT Colomng Book, . Inst1tute, 214 Main Street E1 Segundo, CA 90.




COMMERFIALLY PREPARED MATERIALS ‘ -

., ~ Many of the commercially prepared educational materials can be used to supple-
" ment the activities and materials developed for SOI operations. The following
list presents materilals which have been coded for the memory operation. 1In
some cases, it .was found that the‘materials could be used for several different
cells in the SOI model and.were coded accordingly. Additional cells (codes)

are indicated in parentheses. c . .
&
Company Materials : . Code
. Instructo A Language Concepts’iﬁ Song Color . MMU, MFU, MFS (CFR, - I
‘ Pattern Board . Cr's, NFS, CFU) ‘
Sort—~a-Card ‘ ‘ * MFC, MFR (CFC, NFC)
Flannel Board Story Kits MMS .
: ' ' Peg Board Sets A .. MFU
Magnetic Numerals MSS, MMS (CSU)
Number Names & Symbols . MSU
Development:l Learning Colored Blocks in Squares : . MFU, MFR (CFU, CFR)
Colored Stringing Shapes . MFU, MFR (CFU, CFR)
Design Cards, Colored Cubes MFS, MFR (NFR, NFS)
Colored Cubes/Cards MFR (NFR)
Parquetry MFU (NFR)
Auditory Perception, Training . MMU
. A Memory . e ’
I Milton Bradley ‘Musical Instruments MFU, MFR (CFU, CFR)
Beads and Laces MFU, MFS (CFU, CFR,
. NFS) '
’ .
Ideal Perceptual -Development Cards" MFU (Set D)-
Classification Charts MFC (CFC, CFR)
Colored Cubtes A MFU, MFR (CFU, CFR)
]
Instructo . Numerals and Counting Shapes MFU (CFU, NFU, CSU)

] . +

BOOKS L .

Title Author , Publisher/Company
The: Memory Book : Harry Lorayne and Ballantine Books
Jerry Lucas ‘
How To Develop an Morris N;AYoung, M.D. and Wilshire Book Co.
Exceptional Memory - Walter B. Gibson ’
Mom=0-Spell . Leisure Learning
Rembi, The Exeiting ' | Playing Card Co., D-7022 Leinfelden/
‘ Memory  Game . Stuttart, Western Germany
o Memoryy—--Card Matghing : ‘Milton Bradley

(xume




" MEMORY ACTIVITIES . | o ‘
; S . ' . . “ a A o
Activities for the mnmofy factor are presented on the following pages. The o

letters (code) in the upper right-hand corner correspond to the Memory Activi-
ties Grid presented in the Introduction to the Memory sectian.




" | " MISSING PENSON

For this game ‘you will need a, group of ten* students.

(This can

Be sure everyone knows all the names of the others in the group.

also be a memory activity!) _ , 0

Choose one person to be "it."' npen leaves the room. Another person is chosen
to hide in the closet. The remaining students scramble-—change seats. (With
very young students this scrambling may be omitted.) R
"It" returns to the room and tries to name the missing pefson. . f,; °

Increase the number of participants to make'the~geme mcre'challenéing.

4

O
[

-

*The number may vary depending upon Lhe ability of the students. -.‘;'
B el "
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/ | | ' MFU-2

R
| / . e . REMEMBER AND DRAW | S

Cut cards a;;art.' Sh_ow- to students. ,Students study cards then rebroduce on
Blank. paper from memory. Through continued practice students should increase
ability to reproduce figurés from memory and decrease thé time in copying the
figures. ' ' ’ ' : -

A 3
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A . HOW GOOD A WITNESS WOULD YOU BE?

Duplicate for students or make a, transparency. Allow three to five minutes o

| . for study. Answer questions. . (See next page.) Allow students to correct their : f '
answers by again seeing the picture. , pi

v . L]

)




HOW GUOD A WITNESS WOULD YQU BE?

Questions for Memory

v

Is anyone'fiding a tricycle?

2. Is anytne playing ball?

.3, ‘Did anyone buy a pinwheel? :

—

4., How many“BEBy”ca:nigges are there?
~

. . -~
5. How mary sliding chutés\afe\ghgpe?

- \'»._ .
6. Is there a policeman in the picture?.

. 7.“fDid anyone reach the top of the jungle gym?

8. 1s enyone using the Qgesaw?. L

. P
9. Was there a boy or girl on the swing?

=y

10. How many balloons did the ice cream man have?

11. How many children are playing in the sand »it?

.12, Does the ice cngam/gan’ﬁéve a moustache?

13. 1Is there a §wiﬁ§/;n the picture?

" .14. Did auyone buy a balloon?

-~ .

-

;§4”“ﬁow many benches are there?

o ‘16. How.ﬁany ladies are there?

17?. Does anyone have a pail and shovel?

18. 1s the ic; cream man driving a truck?

P

19. Is there a wading pool in the picture:

20, 1Is anyone running?




‘ MFS-1

MEMORY SYSTEMS ..

Ouplicate for each student and cut into strips. Students atudy each at;r:l.p in turn and
r

eproduce it on paper from memory. After finishing a11 at;rips, at;udent:a check. Discuss
“memory systems used. ' '




. MFS=-2

ARE YOU A GOOD WITNESS? . '

Study this scene for three minutes. Then answer the questions on the next page.

. Additional Actiyity

A good follow-up activity is to repeat this activity the next day. Discuss why
it was so much easier to remember when ycu know what questions would be askad.
What does this tell us about memory activities?

vy @
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ARE YOU A GOOD WITNESS?

'Questions for Memory

3

1.,. What was the.name of tbe.town?

2. What time of day was it?

3. What day of the week?

4. What season of the year? __

5. Was the automobile a closed car?

6. What was its license number?

7. What direction was it going? - 5 .

. 8. Did the driver have a hat or cap?

9. Was the boy bareheaded?

14U, Which way was the trolley going?

. 11. What was its number?

12. How many people were in it?

13. How many othegs saw'thg accident?

14. How many people in the picture?

15, - On which stféet was the grocery?
e .

16. Who owned it?

t

17. On what street was the hardware store?

18. What was its name?

4
19, What was in the window with the clock?

20. Was there a mailbox on the corner?

21. How many children were visible? .

22.: How many animals were shown?

23, Was the man in the window bareheaded?

l\
24, Who had the right of way?

25. What was.the price of bananas?

Jis)




h o 4 3 . MFI-1

' - I FUNNY FACE ' .
v ‘ N . .' [.] . -

Make a transparency of .this funny face. Show to students, using an overhead
projector. TRotate tace to show both smiling and angry faces. Remove faces;

ask students to draw them from memory. Allow students to check themselves by

again projecting face. ’ o - e

Discuss memory systems used, ‘

N 191
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MFI-2
TELEPHONE DIAL ¢

A

L}

. Everyone uses the t:elephone and most of us use dial phones.' Canp you fill in
- the correct letters and numbers in this dial?

L9 ' U . S . MONEY

‘ - Every day we see . t.he same objects over and over again. Day in and day out, week
- in and week out, we are alweys looking at certain standard things yet we rail to
obseive them. How many questions can you answer correctly about the one-dollar
bill or the five-dollar bill”?

1. Which vay ‘is Waghington facing?

a. to your right b. to your left c. neither
2. Which way s Lincola facing on the five-dollar bill - . - s
a, to your rlight b. to your left c. mneither

3. How many times does the figure. 1l appear on the dollar bill?
4 3 ° 12 16

4. Where are the numbers of the bills located?
a. upper. right section c. lower right section
b, upper left section d. lower: left section’
5. How many times does the word One appear on the deollar bi11?
4 8 9 10 11 12 16

6. Who is the treasurer of the United States?
@ 7 vhat s pictured on the back of the five-dollar bil1? ,
8.  How many times does the word Five.appear on the five-dollar bill?
4 8 9 11 16 20 '

171
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MFI-3

AzE M ™

°

Materiels Needed . - : ) )

Mazes 1, 2, and 3
Pencil ' . : '
Learning Graph ' ¢

Activity

Students work with a partner. One student traces a path through a maze with .

a pencil whilé the partner records the number of trials (the number of times ;
he/she starts over) and the number of errors made. This information is .entered .
on the learning graph. Different colored pencils may be used to record the

data from the three different mazes.- This activity may be repeated to measure

memory. Using different mazes or after walting several days, have the student

switch activities. _ X ‘ n
Y . . .\‘ AN N
' ‘Discuss with Students ‘
The importance cf making mistakes in learning something new. S

r
How the mind uses errors top reinforce the kaiowledge it considers to be correct.

The trial-and-error methcd of learning.l
p

' | | 1S9
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MAZE 1

gbVlK{
A : . .
= J |\ , 1
. . . ‘[:....._r-. 1 | f—-—c--—-ﬁ

|
| ‘!er i

- = 1 :
) CALAIS :

15



'(Cont.)

MAZE 2

Start at the bullpen and find a way out.




MFL-3
(Cont.)

MAZE 3

('\ﬂ. ‘ .

Start in the bull's-eie and find a route to the outaide..
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Aruitoxt provided by Eic:

Hold up a atudy card, /one -at LS time, for three to five: secondl. \ dents repro-
uce. the designs indicated hy the. arrow on the gards and match thgh to the
cox:.rect design below. N . — -
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MSU-1

MEMORY OF NONSENSE WORDS ’

1

y | Study Page .

e S
R : 5 , .
Study this list of nonsense words for 60 seconds. You will be required to

identify these words from a list of many.

erl oow eil roz " moz -
wiz tep. tem gub . tel
toz zew gib eol _gob X
/ .
v P=4
Test Page

Mark in the "Yes" column those words studied. °

a2
) Yes No Yes No
- r
. Zpw o o oz - o
- tel ziw
° zew, . erl —_ e
s eil: Y geb - - *
tep . gib - R
zaw. eol I .
—— . 3
"
tem gob SO —_—
eal tel e —
gub o ziw —_— J—
foz tex . —
g0z o moz o -
zew Zow —

i
|

Optional activity: Let the students take the study page home. Test the next day.
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MSC-2

. ' ' COLOR THE NUMBERS

° Study Page )

Color the numbers. The same numbers must be the same color.

Colot the numbers. The same numbers must be the same color

781
738106
7 816

Additiona%jﬁpudy pages may be made _-1
Q ‘ C 183
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MSC-2
(Cont.)
COLOR THE NUMBERS - .
Test Page ' -

ot

Q

: Colér the numbers, each with different colors. Some of the numbers uust be the
same as those on the study page. (This test sheet may be used many times by

placing it in an acetate sleeve. The sgudents mark on the acetate with a grease'
pencil.) . e -

Study the study page for 60 seconds. The nuhbets are grouped together because
they have two things, in common (color and number). You are to remember both.

*Circle all the nsumbers on the test page that would belong to the groups on the
test page studied. : ‘

R 194 -
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. - .. " IMPROVING MEMORY

"

Objective of lesson: The student will become aware of how.symbolic Wmemory can
o be trained to improve its use. ‘

Write these ;letters on the chalkboard:
. UIETSS NTDTAE
Have students study these letters until they think they have them memorized

(about two minutes). gy - [ »

Ask students to recall and/or write the letters. -Discuss ho‘ much they remembefﬁ&
and - how they went about memorizing the letters.

? 4

Discuss the possibility of rearranging the letters to make memorization easier.

(At this point the students may have discovered what the letters spell. Let
them share if they have.)

Write UNITED STATES on the chalkboard. \

¢ . ‘ -
Discirss which would be °easier to memorize. How can this method be applied to
memorization tasks? - . ‘

e .

. . Share examples of how to organize information to be memorized in a meaningful
order: : s . .

L]

Great Lakes: HOME 5--Huron, gptario Michigan, Erie, Superior--picture homes

around the lakes.
Music staff: £, G, B, D, F--Every good boy'does fine.
Spell the word piece: Think of the phrase "a piece of pie.”

Voices in a quartet: Picture a quartet being stabbed!--s t a b--soprano, tenor,
alto,’ bass ’ '

o

Ask the students to share memory tricks they know, .

1oy
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EYES AND EARS

: Which is stronger,
your visual memory
or your auditory

* ' memory? ‘I ‘ ) " (0A‘
e/ AVP
A L~ N . . * ¢ ) . o i
#‘ ?'U . 2 . N ) < s v i-a\
! -
e T - :

o

Discuss the ways in which we receive, information to be stored in our memory:

‘=The two main senses we use, vision and hearing.,

-The fact that some people remember what they see better (visual memory),
and some people remember better what they hear (auditory memory) .

Activity -

1. Distribute lined paper. Havg-students number from 1-15.

2. Read a series of numbers (beginning with three digits progressing to
~efght digits). \

A

After the last digit is read, the student - write the numbers in the
. oiger in which they were read '

a4
3. After the 1aSt number series is read the students correct each series as
they are repeated.

Repeat this exercise, only present the number series on flashcards. .

. . ttl
This activity may be done by the teacher or the students may work with a partner
to present numbers to each other. '

125
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NUMBER SERIES ON CARDS
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Ty-to put the correct letters into the squares.
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The student is to remamber a tranformation in a series of numbers.
formation consiscs of, for example, reversals in number series, exchange of
first or second pairs, or firs: and last number shifts.
test page, the student 18 requ

TRANSFORMING NUHBERS

Study Pages

“study Page 2

Study Page 1
145 - 541 4781 - 7481
293 - 239 16932 - 6923
679 - 769 8054 - 0845

P

¥

Study Page 3

9542 - 5924
8736 - 6378
0123 -~ 3210

Study Page &

2186 - 6182

7934 - 4397
- 3275

5273

'Stuay Page 5

" 5678 -. 7856
9312 - 1293
6442 - 2440

Study Page 6

9514 - 4519

8765

=
~

9234

I
S
~N
W
O

The study pages may be revroduced on large cards for use with groups.

i

The trans-

Presented with the
u zed to select the transformed numbters.
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TRANSFORMING NUMBERS |
' | TesAt Pagen
Test Page 1, ) . " Test Page 2 '
145 514 415 541 4781 7841 1874 1947 7481 °
293 392 239 932 6932+ 6923 3269 9632 2936 -
679 769 967 697 - || 8056 4058 0845 8504 5408
Test Page 3 . ' : . N
9542 2549 . 1459 9542 592 y -
8736 6378 6738 8376 7863 |
0123 . 1032 3120 3210 - 0213
) Test Paggfd - ]
| ' 2186 6182 . 1286 1268 ° 8621 ,
', . 7934 4937 7394 3479 4397
5273 3275 5723 3725 2573
Test Page 5 \
5678 5768 8675 6587 7856
9312 . 2319 9132 1293 2139
6442 2446 4642 2644 6442
Test Page 6 | ‘ °“
9514 " 5941 4519 9154 . 5914
8765 5768 8756 7856 5678

9234 3249 2349 4239 9324




MSI

The ability to recall number
facts for addition, subtraction, — : ‘

multiplication, and division is )
an important memory activity. A B “I N G 0.
fun way to practice is to play
Mathematical Bingol

Regular bingo cards may be used
. or copies may be made using this
form.

Teacher reads problems for which:
the answer i1s 1-75. Students

cover the answer if it appears - T
on"their card., “

The winner is the first student
to complete a row, vertically, .
horizontally or diagonally. v - - / ‘ §

For variation: The winner must
form a pattern such as a square
or cross. . "~

Duplicate the bingo card. Have the studeqts‘insert number randomly:

B - 1tol5 . ¢ ' | !
I - 16 to 30 ‘ )

N - 31 to 45 !

G - 46 - 60 '

% - 6l to 75

The teacher may wish to restrict the numbers placed on the cards to the answers
to problems under study by the group at the time, such as specific multiplication
facts. S

/

205 o
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WORD MEMORIZATION

0

"I’ ’ Study Page 1

N ’

Study the list of words on this page.*

dog

wagon

bird

toy
)] hat

cake

. happy -
: me

surprise

. . ) saw

PR

*Length of time will vary according to the length of the list‘ﬁnd the needs of
the students. j '

e

Test Page 1

v

Circle the words on this page_that were on the study page.

cat me ,- cake you
bird o ._surprise "~ candy wagon
hat dog ' happy toy

balloon _ horse sad 2 saw

. Construct other study and test pages using words appropriate for the students.




WORD MEMOR}ZATION

Study Page 2

Study the list of words on this page*

L]

- ' flamingo
crosswalk
sultcase
road runner
watermelon ..
rocket
breath
character
goblin

. unusual (:

*Length of time will vary according to the length of the list and needs of the
‘.student. )

- 4
-

‘Test Page 2

o
k]

Circle the words on this page that were on the study page.

. .
character Thursday ,’ * watermelon .
goblin ' belt garage -
ghost | crosswalk ~ breath
rocket . : hospital angry
airplane Florida o unusual i
sﬁitcase ' ' flamingo . . sandwich
- n . //"

Construct other study ahd test pageé using.words appropriate for the students.

D PEYR
li-f" :’
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e v

CLASSIFICATION OF WORDS

Study Page

Study, the lists below and remember the classifications of the words in each
group. The words are grouped together because they are all members of the same

classification. . =

crayon glass ) 'palm.

paper plate " - poplar '
pencil . saucer ' oak .

pen cup spruce

Friday ) sweater . twenty

Wednesday pants : fifty i
Saturday . - , coat ? sixty

Tuesday - dress ten

tennis - ~ ocean | " banana
‘golf . river - orange

bowling ' lake apple ~

. ' swimming ' stream ' . pear'
\
} o ~ Test Page T

e

Select from this list the words that would:be appropriatg names for each of the -
groups of words you studied.

1. months ' 9., writing instruments
€72,  clothing o 10. flowers :
3. lakes " 11. water bodies
4. fruits 12. vegetables
5. sports - 13, numbers
6. dishes - _ A ' 14, tools
7. trees _ ‘ 15. days S
8. materials : , 16. minerals

-

‘ Many similar study and test pages may be made. Use words from spelling, science,
or soclal studies according to the grade level, :

195 2 0' ! ’)




. out of the rgfrigérator when you open 1it;
_under it. '

Here is a memory system
to memorize:

a

-

MNEMONIC MEMORY DEVICES
to help you remember lists.

One is a »un.
Two 1s a shoe.
Three is a tree.
Four is a door.
Five is a hive.
Six is sticks.
Seven 1is heaven.
" Eight 1s’ a gate.
Nine is a line.
Ten 1is a' hen.

This simple rhyme is easy

This list will help you memorize another list by taking the word in the new list

and relating it to one of the objects in the original list.

was:

1. elephant

2.* refrigerator
3. dog

atc.,

3 ~

If your new list

i
4

You might think one is a bun’'in the shapeof an elephant; two is a shoe flying

3

three is a tree with a dog sleeping

Picture these associations in your mind as you think them. Try it! _It's fun!

There are many other nmemonic:.devices to be discovered and shared. Find one that

works for you!

.t

%)




MMS-2

"RUMOR STORY
Discuss ) )

How information is communicated.
Errors can bg qade in information we hear.

Activitx

Divide class into groups of five.
Select a leader for each group.

Leader reads "Rumor" story. , i

v

Leader retells story to another ﬁember of the group.

That person tells a third member, tﬁ;rd‘tells fourth, etc.

€

.The leader remains with the group an&'pubs a check mark over each section of
the story that is changed with each telling.

~ When all the members of the group have told the story, each person should hear
the original story’and compare it to the story he/she told. )

“THE STORY *

9

One summer afternoon Sélly°Jameson was riding her new blue English;bicycle along
the O0ld River Road. The dust rose in clouds behind her as she rounded the curve
Just before reaching the deserted Brightwell ‘mansion. E

As she reached the great line of oaks whick led to the main house, an eerie
wailing began. Thinking at first the sound was the wind in the tree branches,
Sally.kept on riding, but the noise grew louder and louder. ' g
Although very frightened, Sally decided to investigate. Slowly and cautiously
she rode up the long avenue of trees. Suddenly, from the gaping witch-tooth
windows, small puffs of black smoke curled into the air. The wailing became
shriek like an air-raid siren. Sally‘entered'thg front door. -

¢ N
On her left was a-great suit of armor without a head. Hanging jver the stair
rail was a bright Indian rug crazily colored in orange and-gold and green.
Scraping sounds like a dog scratching on woodwork came from overhead as Sally

mounted the circular staircase. :

Stiff with fear, Sally went toward the door. Just as she started into the room,
" a white shape came lunging at her, and in terror she backed away and fell head-
long down the long flight of stairs. Sobbing and crying, she raced from the
house and ran down the road leaving her bicycle behind. No one would believe
her story:but from that day to this, Sally maincains that a white shape in
armor and a blanket rides an English bicycle down the dusty roads by the river.

]
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K OCCUPATIONS )

Study Page

Study .this 1list' of authors and titles. Each title suggests an occupation.
You will be expected to identify the occupation that goes with eack ..ame.

 Shulman--How Children Learn | :
Kittleson~--Behind the Stage Lights
Conner--How to Grow Roses
Bennet t--Ocean Life
Newton--Good Health Through Good Dzet
Burrows--Above the Clouds '
) Johnson-~How to Butld a Wood Frume House
" Bloom--Ezercise for Fun and Fitness '
R Bigge--Pen in My Hand .
o Markle--My Years in the White House

— oy ——— — ov—r — — — — — —— —— —— b —— ot — —— — ——t  — — —— —— S e G — o S — W Gt — — S G W —

Test Page

Write the occupation that matches each of the author's names. : ' .

Burrows

Kittleson ' i a7

Bloom : .

Bennett -

Bigge ﬂ . _ .
Markle X _ i .

Shulman.,

Johnson

Conner

Newton y

-

Discuss the occupations. Of course, there may be more than one "right answer."

Construct additional study and test page: to meet. the vocabulary levg} and needs
.of the students.. '

.
s




' MEMORY - TASK CARDS

-
. o

.
Task ce us created for use with the memory factor are presented on the follow-

ing pages. The task cards have also been printed on heavier stock and the sets
(Stock No. 41-S-9941) may be ordered through the Office of Materials Develop-

ment, 293-8140,

199
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. . X . \ - ’ Task Card 1

Materials Needed ' o ) - . ¥

Deck of playing cards

* Number of Players
LN T T T T, : - : - | 4 s ) —
Two ' "
[ 23]
Activity
1. Give a certain number of cards,igbout five, to your partner. )

2. Partper studies the cards for 20 seconds.

[ R

3. Shuffle the cards back into the deck.

4., Give the entire deck to your partner who tries tao find.the cards studied. v
‘ 5. Increase the number of cards to reqember as proficiency increases.
Additsonal Activity - ; r

4

oAn excellent follow-up for this game would be to introduce a book on magic -
- tricks with cards. '




M
Task Card 2

I%?RUVE YOUR MEMORY!

I3
o

Study the letters and shapes below for 30 seconds, then see if you can draw
them from memory on another plece of paper. . A

o

3

e |
)
x

. \
In all memory tasks try to find cues that you can use to help you remember
things better. For example in the above exercise did you notice that:

1. Each of the letters in the circles was made with é circular motion?

r3

2. Each letter in a square was made with straight lines and was a small lettek?

$ . ‘ .
3. Each letter’ in the tall.rectangles_was tall (or had-a stem)?

Now study these letters for 30 seconds then see if fou can write them from
memory on another piece of paper. Remember to look forucues to help you res
member the letters

3




CHAOS v, . " Tagk Card 3

GenerallRules

H

‘ Chaos 1s a unique game which ncalls,'tipt;m its players to use their memory skills.
| IEguipment' |
The equipment consists of one checkers playing board and 24 playing pieces. The:

playing pieces, when placed face down, are identiéai, but when turned over reveal
a color (squares of chipboard with colored dots on one side).

v

Preparation

Each player takes six (or fewer for &n easier game) playing pieces of the same
color and shows the-other players. These pieces become his/her set. The set
1s:placed face down on the first row of circles on his/her side of the board.
The player vwho has a graen set moves first with play rotating to the left
thereafter. ' o

e
!
-

o

Object

-
]

’ The object of Chaos is to be the first player to move the entire set across. the,
' board to the opposite side. : * ' - \

. %

Moves

During a turn a player can move his/her plece in either one or two ways, but
always forward, sideways, or diagonally. He/she can move it along the board
’ one cifcle per turn, or jump another plece directly .next to it (including the 'V .

. player's own) as long as there is an empty circle to land on after the jump. A

player can continue to jump as long as there is a plece directly next to his/

~ her piece and a circle to land on. Before a player can move any playing piece
across the center of the board his/her entire set must be moved out of the
original jpositions, either forward or diagonally. ‘

Penalties.

f s

‘1. Vhen a player reaches the opposite side of the playing board s/he must turn
~ the plece over (face up) and reveal its color.. If the color is indeed his/
her own, the plece remains there and may not be moved for the remainder of
the game. If, however, the color belongs to another player, the playing
plece is then turned oveér, and the player to whom the plece bglonged must
move it from that position op his/her next turn. The game tien continues
with the next player's turn. ‘ :

2. If a player suspects that another plllyer is moving a plece other than his/
her own, the player may challenge the other player as soon as he/she has
moved the piece. The pilece is then turned over revealiﬁg its color. If
the, color 1s incorrect and the challenged player has moved the wrong piece,
he/she must return that piece to the circle it occupied before his/her move

- and may not make another move until the next turn. If.the move was correct
and. the Qhallenger was wrong, the challenger forfeits his/her next turn.

. Winner

The first player to get the entire set on the last"qgw of the opposite side of
the board wins the game. 203 "
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<

.. 942=1l--920 24 1=3--9213 etg. = 9213471897

13

¢

Wy . | -
n . S -

- -
~ s* ¥

N A S 35
QI371897 | S6L7853819 7415617853
3 . . 1B o
561785381 - 0336954932 | 6842684268
. . &Ry . -
A R ] .o

‘This trick is a'fun way ;o.baffle your friends .and keep your mental addition
skills sharp. ~"Prepare a chart 1ike the one above using any two-digit number and
‘the - following rules for the 10-digit numbers:

Add 12 to the two-digit number and reverse the sum, This gives the first two digits

N of.the-lo-diglt'nu@ber. Example: ) ‘ ,
ca 17 - ' Lo .. Yo 5 \
N2 “ N
29 -- 92"

The rest of the 10-digit number is‘mada py.adding the two previous digits. 1f
the sym . 1s a Z-Qigit_number;~only one digit (in the one's placg) is written.

L] “

Show ySur chart té a fQiend,‘ask him/her. to choose any 2-digit number on the
chart and you will amaze them by'";emembering"'the 10-digit number. (0f course,
you don't need ‘to remember the number, just the system for figuring it‘out!)

. : ! . ; . ’

4

1 ’ K .
Have fun!

21y
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M
Task Card 5.

DOODLES ARE FUN!

Draw a doodle. Picture it in your mind.

Turn your paper over and redraw your doodle from memory. Compare. Were you
accurate? "

Add four details to ydur doodle. Study it and then add the same'détails.to the
doodle on the other side of the paper. S ~ '
) N . :

Exchange your doodles with a ffiend dnd draw the new doodle from memory.
’ \ o

"As you repeat‘ﬁhis activity, your doodles can get more and more complex as your
~ memory improves! .

205
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Task Card 6

LONG~TERM MEMORY

cos®

Lad

Draw a floor plan of your first home or draw details of a favorite toy.

Make asketch of your street and add all the details you can remember.

Discuss ' ) . -

How 1s long-term memory like a videotape machine?

Does memory record everything visually in pictuggi or does it work with a memory -
system that records a process? ~

14




i | M
. ' Task Card 7

‘ ‘ : B foi;)ny hooks

Materials Needed

Chipboard '
Plastic tape

Felt pens

Magazine pictures

Directions

Fasten pleces of chipboard together with plastic tape to form a folding "book."

Print numbers, letters, and words on some of the books in varying levels of
difficulty. : '

*Make a picture book using magazine pictures. You can cover pages with an acetate
. sleeve so you can change the pictures.

Practice memory activities with the books with a partner or in small groups.

oo
)~
7™y
—_d
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M
Tgsk Card 8

MEMORY CARDS

4

Material§ Needed - ' -

Chipboard

Stickers (available at many stationery, variety, and card stores)
or

Small pictures (2-4 copies of each)

Paste or rubber cement

Clear contact paper

3

Directions

Rule chipboard into card-size rectangles. (Graph paper affixed to the-chipboard
with spray adhesive greatly simplifies this task!)

Attach pictures or stickers to the chipboard.

Cover entire board with clear contact paper.

[

k)

>Cut cards apart with paper cutter, - . :

The number of cards determines the difficulty of the game. Make up to 120 cards
consisting of 30 sets of 4 identical cards. ’

Memory Card Game

o

Any number of players may play.

Object| of game: To.turn over as many identical cards as possible (2, 3, or 4
of a kind)., . X
l :

Cards?jre shuffled and placed face down on the table (orffloor).
. —’ 1 . - : -

The fi\
If 2, 3, or all cards are identical, then the player picks them up and places
them to one side. Those cards which are not identical are turned over in the
same pogition. 1In this way the game continues, players memorizing the cards as
they are turned over, in order thut they may select identical cards the next
turn. ‘ '

st player turns over four cards.

One pla&er records the score after eaclh turn.

| A

L.C
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M
Task Card 8
(Cont.)

‘ ' ’
5
D)

‘When all players agree that there are no identical cards left on the table, the
game ends. The player with the highest score wins.

Scoring
2 of a kind - one'point | .
3 of a kind - three points ‘
4 of a kind - four points

Variation

Let the students make the pictures to be used for the cards. The pictures may
- be very simple or very complex depending upon the students. v

A category may be assigned, sucn as flags or flowers. .

@ o
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e = ‘ ' Task Card 9

SQUARED MEMORY | S

Materials

21 large playing cards with a picture or desdign
21 smaller memory cards with identical picture or 'design

2

Number of Players '

]

Two

Object of Game - \

-

~To memorize and match as many memory cards as possible with playing cards.
To be ;ble to memériZe and place the memory cards ih the same sequential order
as the playing cards.

Se

How to Play

Start with four of the 21 playing cards. Place them face up on the 4-gquared-
board. Study the group for one minute. " Turn them over, face down. :

Take the small memoty cards, go through them one by one to try and find the
four cards that you think match the four playing cards. Try to put them in the
same order as you laid out the playing cards on the board. Turn the playing
cards over to see how many were matched correctly. -

Give yourself one point for every matched pair. Give yourself an extra point
for each card you placed in the proper order.

_ After you have received 100 percent on both'matching and sequence with Fhe four
cards, continue the same idea with nine cards, studying the cards for two
minutes, working up to 16 cards, studying them for. three minutes.

This game can be played on boards by showing the students how to pl ce the
cards in.a 2" x 2" matrix (4 sanares), 3" x 3" matrix (9 squarés), or a 4" x 4"
matvix (16 squares). -
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v L ‘ " Task Card 10

"TWELVE" MEMORY

Materials
Four picture cards on which are pasted 12 different pictures,

- Twelve '2" x 4" description cards for each picture card., These' cards may be -
just one word or a sentence. Forty-eight description cards are needed for
four players, , . ' , ' '

- s O

Number -of Players'

2 to 4

Ob lect . \ - N . ' . ¥

To memorize all the pictures on a picture card and be able to find as many
matching description cards as possible. ’

. ?

Rules

Each player, is given a picture card on which are pasted 12 different pictures.
A time limit of two minutes is given the players to study their cards catefully
and try to ‘keep in mind the pictures found on their own card. '

At the end of two minutes, the piaye:ss place the picture cards face down on the
‘table in front of them. The player who held picture card No. 1 then takes the
stack of 48 description cards,. shuffles them, and deals six to each player. The
remainder of the pack is placed in the middle of the table. The players then
look t+hrough their description cards to see if any of their cards describe one
or more of the pictures on their picture cerds. These cards are then placed
face down on the table in front of the playes. Once a card is placed on the
table it cannot be put back into the player's hand: In the event that a player
finds all the description cards match his/her picture card, he/she must draw
four more cards from the stack and repeat the check for descriptions of the
pictures. ’

The game actually begins when the player who held picture card No. 2 draws a
description card from the pack. If the card drawn describes a picture from his/
her picture card, he/she puts it on the table in front of him/her and draws
another ca:d from the pack. This continues until the player finde.one he/she
thinks doesn't match. He/She 'then discards one of his/her cards from his/her
hand by placing it face up by the pack of description cards. The next player
on the left then takes a turn. He/She may draw from the pack or pick up ‘the
discarded card of player No. 1. '
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‘| ' o . Task Card 10
(Cont.)

4l

The game contifiues in this mannner. ~If the discard pile builds up and the
player in line for a turn wants the card op top of the pile, he/she must take .
the entire pack. No player may take the discard pack unless the card on top

is one that he/she needs. The game ends when a player accumulates all 12

" description cards that match all ‘pictures on his/her picture card. He, then
.calls "Twelve." This player then turns all description cards and the picture
card over and checks to see if they match. If no mistake is made that player
receives 60 points or ‘5 points for each match. If, however, he/she has made

a mistake he/she then loses 5 points. All other players then check their cards
in the same*manner with each player receiving 5 points for each match'or losing
5 points for a mistake., When one player has received 60 points in one game-the
picture cards should be exchanged by the players andanother game resumed. At
the end of the playing time the player with the most points is the winner.
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Task Card 11
| FLASH" MEMORY ;
Materials o . ,
32 picture carde T '

'5 sets of direction cards (12 cards to a set).
9" x 12" manila paper (one gheet per player)
Pencil or crayon (one per player).

Q

_Plazers S T

One player is preferable, but fout may play to:make it into a game to see who>
Fhas ‘the best memory.

' b]ec'

To be able to remember the eequence of piéture cardl and draw those picturee
called for on the direction card

How to Make | ) e
The picture cards are merely pictures colored and cut from a coloring book end
pasted on individual cards. - 2

N -

The direction cards contain euch directions as "Draw all ' fouyr cards,'" "Draw

the first and last picture," "Draw. the second and fourth picture," and so on.
For the harder sets one direction could be, "Move *he first picture to the dast
position, now draw the first picture " : : o

By using~only four picture cards per player and thinking of all possible com-
binations, you. should end up with 12 direction cards to a set. . u

o

Rules for Set 1

Each player folds his/her paper into 12 squares, and numbers the squares from
1-12, S/He then shuffles the picture cards and lays the top four cards 4f the

- stack face up on the table in front of her/him. S/he doesn't need the rest of
the stack. The pluyer should also shuffle the one set of direction cards to be v
used. Beginning players should always start with set 1. The player places the ‘
direction cards in a pack face down on the table. The player then studies the ot -
four picture cards for one minute, keeping in mind the sequence and the pictures.
shown. After one minute s/he turns them face down. .

\ K

The player then turns over the first direction card aad in square No. 1 draws
what the card tells. S/He proceeds in the same manner through all 12 direction
cards. S/He must not look at the picture cards during this time to refresh her/
his memory. When the player 'is through with the direction card s/he is using
v/he sh?uld turn it face down and build the pile in the ieguence the cards were
drawn. .

"Then all 12 cards have been ueed and the 12 sguares filled the plcyer will corregt
her/his paper by turning the entire stack of direction cards over (they should
be piled up in the sequence s/he drew them on the paperxﬂ S/He also turns over
the picture cards. S/He then checks the drawings against each direction and

. pictyre card. When the player gets all 12 pictures correct s/he can go on to

. sets 2 3, 4, and 5 which are more difficult.




‘ _ - ' ‘ . : Tagk Card 11 ‘
) ) ' v ' (_Cont,) "

Rules for Sets 2, 3, 4, and 5

®

. In sets 2 3, 4, and 5 the player should check his/her work as each direction
card 1s completed. .

i

The picture cards (for convenience sake) should be covered with paper rather
than turned face down

o

.Other than this difference the game is piayed in the same manner as wifh set 1.




M
Task Card 12

© © MEMORY CARDS +

~
)

Materials Needed . -

Magazines

Paper (lined)-

Pencils

Tagboard :
Paste or rubber.cement

To Prepare

Find éood5activity pictures with lots of details. - Paste the picture on one
side of the tagboard. Write 10 detail questions on the lined paper. Paste on
the back of the tagboard. ' “

1Y

-

"For Memory Practice.

Exchange cards.

*

' Study the scene, (Set a time limit depending upgn difficﬁl-ty of picture nng
questions.) ) | o \ , T .

v,

Turn the card ‘over and answer the questions.

4 )
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CONVERGENT PRODUCTION

INTRODUCTION : - S —

Lo 4 '

Code -'N Color - Yellow -

‘Convergent production is the’one sor’ operation that 1is commonly used in them .
~classrooms. The shifting and sorting of information to find the "right answer
is convergent production. Research to find an answer and the use of ‘math com-
putation to solve a problem are convergent. Convergent production generally
relies heavily on reading skills. ' C '

If @ student experiences difficulty in a convergent activity it may be necessary
for that student to receive remediation in that content or product area in
another operation such as cognition or memory. ’

The activies in this ‘guide are’ built -around the factors which make up the
Structure of .Intellect and are designed to supplement the material developed by
Dr. Meeker found in the SOI Abtltttes Wbrkboak e activities follow the SOI

cell coding called-a trigram. R -

3

h)
&

The materials were not written for any particular grade level. If the activity
is not appropriate for one grade level, the idea or technique can easily be
adapted by changing vocabulary or operations to meet specific needs. .

The activities presented suggest a new twist to looking at and solving.problems.
The activities challenge the students to approach problems from a different ° %
.angle and to break from the mold in their thinking.

Many of the activities\can also be adapted and changed to fit into other opera-
tions. For example, activities used in NSC can be adapted. for use in ESC since
evaluation is used in sorting of information and finding the "right answer" in .
convergent production.

A

‘The first secticn of the guide contains materials which will be helpful in
working with 'SOI and developing mate..cls to fit the {0} 8 model.r A blank grid
can be used to plot the-needs of students.in a particular operation. The names
of students who need 'remediation in the area of NSU would be recorded igtﬂhat,
cell, used this way you would need a'grid for each operation you work w

Games and other commercially prepared activities are used effectively within the
SOl framework. Not only are these activities stimulating and exciting to the
students, but they also offer another dimmension to the SUI ‘program. A list of
materials available for convergent production has been. included to ald teachers
in putting together their own SOI Lab .

Following the coded activities and games, task cards are present%d. The task
cards have not been cell-coded $ince they do mot lend themselves'to any one

particular cell but, to several.
. ) ‘

=4




GLOSSARY FOR SOT FACTOR DEFINITIONS FOR CONVERGENT PRQDUCTION

T

(WISC-R. Analysis)

NFU - Ability to comprehend and reproduce an observed bit of behsvior
C - Ability to sort or classify
\bility to deduce figural relationships

‘Reproduces a system of figural design

NFS
NFI

NSR

NSS
_NSI

NMU

NMC -

NMR
NMS

\

NMT

NMI .

*

.

13

1

1

Ability to solve simple equations in terms of familiar forms

Finds nonverbal rdsponse to’ fulfill a given relationship between numerals ‘

or letters .

States the order of symbolic systems from start to goal correctly
Substitutes or derives symbols as expected

Ability to state correct names'of concepts and 1deas

Al

.

L

Forms correct groups from a large. number of words or objects

"Ability to correlate ‘semantic representation
Arranges oljects or events into a, ,meaningful sequence .

N\

Shifts function of objects or part of something to use in a new way

Ability to state the correct deduction from given facts

’

v

'




. ‘I” - " F : S - l'l[’-s; e
| - NFU “ NSU - | |
o, Construction-Reproduction Changing Digits to Symbo1ls Name, Word Groups
“* 1 U | Writing; Copy Name | . spelling Contractions
Copy Signs | o | . _ Spelling ){.Cue ‘
NFC | 1 wse Cowe T
2 | " Picture Classificacion - . Nonsense Hords to Classify . Hord C1assif1cat10n
(®) « 1~ Cut and Paste Shapes Classification of Nonsense | Classification.of Word Groups .
et C Classification According to " Words - Job C1ass1f1cation
-+ Shape Classification of Oper.--Math | . |
Q Coloring in Forms .~ .| - Classification of Shapes - . " ”) . !
= e NFR NSR— . L S '
, Q C Form Board Manipulatjon T Symbol- C1assif1cat10n L ' Verbal Analogies
- C. R | Sequenceof Size - Core Translation * ~ Parts of Speech .
S ¢ S AP « Block Construction o Symbol Relationship . ~ Antonyms and Synonyms
(o« W Picture Sequence = S s : ' '
N . - i . fA\A‘; I " 4 . N AN '
B . FS . ’ " . o .( . . :
- E \rs : , NS P " M\ g
ERTY I S - [B)es;ggthiaprgduct;ion | Solving Math Series B ,Cartoonisequencing
) ead Stringing SR : Sequencing
O ; Map- Copying . ~ ) ' . , \ - Time Sequencing’
. 5 ! Scrambled, Sentences
c>c — - . ¢ _ :
Z | NFT ’ NST ’ NMT
(@) Camouflaged Objects Camouflage (Buried Words) New Uses
O | T | .Camouflaged Highlights . Magic Squares, N inbers Composite Stores
| ' Separating Words , Reconcile Opposites
‘ Daffynitions
NF1 NS | , W |
Picture Completion RY b,.a__pm in Missin ,Deductions-lmpHcations
| Map Completion o ‘9 Number d What would you do i7 . . . ?

Reprinted with permission from the 50T Colorin E k, SOI Institut 2‘ Mai ' |
©Mary Meeke; 1977, , g poots e, 214 Main Street, E} Segundo, CA 90245
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COMMERCIALLY PREPARED MATERIALS

Many of the commercially prepared educational materials can be used to supple- -
ment the activities and materials developed for SOI operations. The following.

1list con

tains materials which have been coded for LConvergent Production. This

list w ken from-a more extensive list compiled by the Austin State School
in Aust;h, Texas, for a PAR project to classify educational materials for SOI.

are indicated in parentheses.

.Comganz

‘Instructo

>

r

Trend Enterprises

Developmental Learaing

Western Publishing Co.

Milton Bradley ’

Materials

Color Pattern Board
Discovering Opposites
Groovy Numerals
Sort-a-Card

- Season Flannel Visual Aids

Matchups Animals and Where
. They Live

" Magnetic Counting Discs and

2Thirty Frame

- Dominoes

Concept Builders (Animal)
Concept Builders (Shapes)
Know and Show Alphabet
Concept Builders (Food)

Punch-A-Shape
Number Sequence
Weaving Loom

Body Puzzle
Lacing
Auditory Perception

-Seasonal Stencils

Animal Stencils

Farm and Transportation
Shapes

Lacing Cards

Design Cards, Colored Cubes
Assorted Puzzles

Colored Cubes/Cards
Parquetry

Association Picture Cards
Today's Date Box

Animal Laeing Cards
Shape Lacing Cards

Beads and Laces
Checker €y ey !
: Q73

222

"In gome cases, it .was found that the materials could be used for several differ-

ent cells in the SOI model and were coded accordingly. Additional cells (codes)

-

Code

NFS (CFR, CFS)
NFC (EFC, CFC)
NSU

NFC (CFC, MFC)
NFR (CFR)

NFR (CFR)

.

" NFS

NFR (CFR)
NFC (CMU)
NFC (CMU)
NMU (CSU)

v

- NFC (CFC, EFC)

NFU, NSU
NSU (CSu, CSS)

NFs\xrm
NFR (CFR) -

NFU
NFU (CMU)

NFU (CFU) ?

NFU. ( CFU)

NFU (CFU)

NFU (CFU) -

NFU (CFU)

NFR, NFS (MFS, MFR)
NFR (CFR)

NFR (MFR)

NFR (MFU)

NFC, NFR (CFC, (FR)
NSS* (CSS, CMS)

NFU (CFU)
NFU (CFU)

t

NFS (CFU, CFR, MFU,

MFS)
NFS




|
|

.Milton Bradley

N

Ideal

Whitman

Instructo

Piay Doh

M.I. Toys
Doubleday
Webber Costello

Cupid .

Watkins

Teacher Made

Educational Projects

i

Playschool

Materials

Tick Tock,Primlry Clock

Checker-Acey-=Ducey-Backgammon
Flash Cards (Addition, Subtraction,
‘Multiplication, Division)

Colored Dot ‘Dominoes
Addition-Subtraction Quizmo

Sequence Pictures
Stencils for Tracing

~ Perceptual Development Cards

Community Helper Croasword Puzzle.
Transportation and Communication

" Crossword Puzzle
Place Value Board
Subtraction Flash Cards
Flash Cards Addition

.Crossword Pugzzle (Food)

Holiday Crossword Puzzles

Superman Flying Bingo
Lacing Cartds

Beginning Arithmetic, Grades 1 & 2

Puzzles

Claasification Game

Numerals and Counting Shapes
My Face and Body Positions in

Space Posters

Modeling Clay, Papier Maché
Play Doh

¥

Plastic Building Blocks

. Learning Numbers 1ls Fun

Count to Ten

Time Learner. Clock

Pass-0

Templates

-Match for Shapc and Color

Cursive Tracing Boards

Addition-Subtraction Game

Seasons Learning Manuyal

Toy Builder
Rainbow Tree

Parquetry Blocks 30 0

Code

NMS (CFR, CMS)
NFS

NSS
NEC (CFC, CFR)
NSS (CSR, ESR)

nfs

NFU

NFU (Set I)

(Mfu Set II)

NMS (EMS, CMR, CMS)
NMS (EMS, CMR, CMS)

NSS (CSS)
NSS ‘

NMR (CMR)
NMR (CMR)

"NFC

NFR
NSS

" NFR (CFR)

NFC (CFC) |
NFU (CFU, MFU, CSU)

- NFR (CFR)

NFU
NFU, (DFU)

NFU (DFU)

NSS.
NSS (CSS)

N.R, NMs, NFR
(CMS, CMR, CFR)-

NFR (CFR)

NFU

NSR (CFR, CSR)
NSU
NSR (ESS)

NMR (CMR, EMS, EFU,
EMR) 2

" NFU (DFU)

NFS (CFR)
NFR (CFR, MFR, MFU)

.




~ Company Materials . - ' Code

Playschool ) Matchup ' 'NMU (CFR) : .
Shape Groups . ' NFC (CFC) ‘
Sifo Clock ‘ - NMS, NFR, NMR (CMS,
‘ . css, CFR, CMR) - -
Garrard ~ Picture Readiness Game . NFR (CFU, CFR)
Kenworthy Ed. Service Phonics for Reading NMU (CMU)
Judy Cardboard Clocks ~ NSS (CSS)
" Clock . o NSS, NFU (CFR, 1SS,
CSR) )
Fractional Circles ‘ : NFS, NSS (CSS)
- Puzzle Blocks - NFR .
"Balcrum Sum Stick ' NSR (CSS, CST, ESR,
. . EST)
DLM & Ideal Parquetry _‘ ° - NFR ' ..
Crown & Instructo Dominoes : . NFR (CFR)
Playschool & DLM - Cclor Cubes/Design NFR )
- Milton Bradley & Ideal Peg It Number Boards . NSR (CSR)
Preschool—Elementary Counting Blocks NFS (CFU, MFU, MFS)
Ed. Puppet Playmates NFU
Number Sequence NSU (Csu, CSS)
Learn to Write Manuscript Letters NFU (MFU)
- Beads NFS (1f copying) .
Shape Board and Shapes NFR (CFR) d
Classification Game (Seasons) NFC (CFR, CFC, MFR
Fractional Pies p . NFU, NSU '
Number Cards - NFU (CFU, CSU)
Time Game NSS (CsS)
Tennis Shoe NFS, NFR
Casunt-a-Ladder " NFS ( CS8) -
Nuts and Bolts : NFR (EFR)
Tracing Cards NFU
Groovy Lutters NSU, NFU (CFU)
Groovy Numerals : NSU - (CFU)
Bead Patterns . NFS
Seging Cards : NFU
Dimensioral Color Block Design NFR (MFR)
. Buzzer Board Pattern Cards NFU (MFR)
Position in-Space Posters NMR (CMR, EMR)
Sequential Picture Cards Il NMI, NMS (CMS, CMI)
. e Assnciation Picture Cards NMR (CFR, CMR)
g Door Locks NFR (CFR, CFI, EFI) .
Wood Templates NFU (CFU)
275 |
224




Company . | Materials , , " ~ Code

Preschool-Elementary Lacing and Zipper Boards ; ‘NFR C . ¢
Ed. Abacus Board . ‘ - - NFS (CFS)
’ * Numper Cards 1-110 . NSS -
Alphabet Practice Cards ' NFU (CFU, MFU) .
' (Lower Hnnuscript) /.

“Checkers ' NFs (CFS)

MATERIALS FOR THE SOI ABILITIES WORKBOOK =

The items listed below are needed to complete activities found in'the SOI -
Abilities Wbrkbook developed by Dr. Mary Meeker for convergent production.

The. 1ist is included in qhia guide to assist teachers:htworking with Meeker's
material which this guide supplements. The list can be used as a shopping list
or for requesting materials from students' families. '

‘As teachers acquire' these materials, they should be labeled and placed in a
central area for easy access for students, aides, or helpers. Tenchers may wish
to consider keeping the material for each operation separate. o

4

. Tagboard

Plastic cookie holders from store

Coffee .cans .>

Tambourine/bells’
- 4 milk cartons

Plastic coins

Paper money (bills)
. 2 dozen wooden dowels, 3/8" diameter, 2' long

9, 6 different spices in jars
10. Sponge
11. 1 'dozen paper cups
12. 1 dozen popsicle sticke
13. 1 plastic baby bottle
. 14. 1 glass bottle - -
- 15. 1 package 3" x 5" cards (1ined) . .

16. 5 different state highway maps (example. California, Nevada, Utah, Idaho,

Arizona, New Mexico) ‘

17. 1 sheet clear acetate

18. 6 pleces strong tagboard, 1' x 2'
19. 1 dozen protractors

20. Jar full of dried beans . '

21. 1 touch bag full of 1tems (example: plastic spoon, shell, nail, rock, ring,
) rubberband) -
22. 1 package tagboard, 12" square
23. 1 ball of string

24. 1 nut and bolt

25, Magazine pictures of people . o
26. 2 pair dice ' - _ : s
27. Strawberry carton’

28, 1 can of peanut shells or plastic ones

mua«mbi»uc—t
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CONVERGENT PRODUCTION ACTIVITIES

\

Activities for the convergent production factor are presented on the following
pages. The letters (code) in the upper right-hand corner correspond to the
Convergent Production Activities Grid presented in the Introduction to the Con-
vergent Production section.

Answers to activity puzzles and games are presented at the end of the section.




. A
Draw the figures as they are described in the statements below.

1.

3.

6.

7.

10.

NFU-1 .

o/
DRAWING FIGURES

[

Use your pencil to draw any shape in two sizes. : EE

Draw-

Draw

Draw

Draw

Draw

Draw

Draw

Draw

Draw

a w;vy line. . .. 5
a triangle inside t?e square. .

two circles'touchiné each other.

a parallelogram,

a ﬁexggon with a ball in tﬂe center. °
a box and put an X in the égnter. :
a diamond.ahd put a triangle over iF.

a cone and draw a circle on the top of the cone.

a square and put a dot on each of the four sides.

t 227




NFU-2

REPRODUCING wdnns_ (SIMPLE)

. Repioduce or draw the letters for the words (on the left) in the spaces opposite.

color |
grass |

book |

quiet |

?

song | .

CIOCk L |

228




_REPRODUCING GROUPS OF LETTERS (COMPLEX) o ‘ \

4

Reproduce or draw the groups of letters (on the left) in the spaces oppoh\ite.

‘ : S \

\




MPU-4

DRAWING GAMES AREAS
o ‘

Draw a picture of the four-square game area.
Use a ruler and make sure all lines are the - _ _
same length. Measure in centimeters. What '
'is the distance around the four-square area? ° ' ;

.

Do the same for.the hopscotch area.. Are - » ¢ .
the squares in hopscotch the same size as-
those in four-square? - How long is the
hopscotch area? ’

3

N o af e B
v : . X R

° o
\ . \ .

What does a baseball diamond look like?

Draw a picture of it. Measure in ' o
centimeters the distance between bases. '
Record: ,

What is the distance from home plate to

the pitcher's mound?

Record:

211

230 "




\ . ‘ Ay
LIKENESSES AND DIFFERENCES ' e

.
na s ’ . . L

[

S
List as many way. as you can in whichAtheae leaves are diffetent:
1: ¥ N '2'_ i .
A N " 4.

Name things that are sticky.

4

],.."- » : | 2.
. M ‘ . ° !
3. 4.
5. ) 6.: A ) ‘
ks X D —'.”’ )

List all things you can think of that are soft and blﬁe.

'

‘1.

3.




L ' . - NFC-1
. . _ , ' o ~ (Cont.) -,

“  Whay items arq yellow that you can eat? , ' L ‘

L3

s ' . . .

. . ‘e ’ ) :
lc . - ) - . .2q * v

3. ) Sl _' o 4."' - ' ) | ¢ 'A. .

) o '_‘...' . I ‘ ' .
5. ' . —_— 7 ) N 6. P - ‘ I v * . o0
A
List items that have wheels. - _ . - e °

3. ". ~ll‘_. ‘
5. 6.
What are the different wéys you could light your. house? . l . )

ot




1 °
™ “ NFC-QZ ‘ :
. WORD FRAMES (SIMPLEY Lo
. \ . co ) . v
Match the word with its shape. Place ‘the number for the word in the space to
the left.of the figure or frame shaped like the word.  ~° .
[} . ‘ . . )
1. look o A.
' B T
2. sun - B, —._.—' :
P, ' . . 1
. ¢ N o
A ] . \ . ’ (‘? V %
3. rays “° * C. . .
w® \ ’ ..
\xn h
4. bring b, J )
y | I 2
5. this E. .
.-6.. apple ' ) R F.
g ,
[ ( t ! t .
\ %,
7. talk G. .
o 7 .
8. tree 4 o H., . /L_
!/
9. . window : ' - 1.
&
‘ 10‘ jum 9 J‘ L] I
21
t 233
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- { ’ : ' .
WORD FRAMES (C(\MPLEX) ' SN ‘
- Match the word with its shape. Place the number for the wvord in the space to ‘ -
the left of the figurgtor frame shaped 11ke1§the\word. o f
.1, uniformity - , 2. sghallow : . -
3. 'vacillate 4.. fragile T | - a
- T 5. Ahaphazatd‘ e ‘ 6. pi_t:iless
7. plauvsible - . 8. tapestry o
9. intermission - 10. knitting ‘ ; -

1y .
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WHAT'S NEXT?

- Study the first three drawings in each square to decide what pattern or relation- ‘
ship the figures have; then finish the square by making a drawing of your own

-

that completes the pattern

r—‘

j

e EH—"

C

S

>

>

i>[>

O |
=

O

O

-




‘RELATIONSHIPS R '.' ' .

How is the first picture in the set related to the second? 'Once you. discover
the relationship, complete the second picture set.
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MEASUREMENT /

Using two jump ropes, make'a'small square indide a large square. Hold the
ropes tight., Mark eaqh'lines with chalk. ' Measure the squares.

Record your measurements.

. Compare mecasurements with others in your class. What else can you discover by
. looking at the area? '

Record your observationms.

Again uéing the jump rope and the’ same procedure, make a triangle in a circle;
be sure the corners of the triangle touch-the edge of the circle. Measure the

iy

sides of each triangle.

{
Record your measurements.

. Are the sides of the triangle the same or different lengths?




NFS-1
COMPLETE A PATTERN

In the serie< of figures below a pattern has been started., Study the drawings.
When y ‘u know the pattern, complete the series by filling in the blank areas.

%J
o
)
o




wfruzzm,'h _ — ‘ . '

e following
‘:uares, when put
together in the
correct order, form
-a map of the United
~ States. Cut out .
- the squares and |-+ . . . . —— L T
rearrange them to '
make the map.
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‘, ' S : ~ NFT-1
.‘-3 . ot . . ' i

<

SOLVING PROBLEMS R ‘

RO ) ) ' ' -
Look before leaping.

How many‘ squageﬁ can you find itff.his. figuré?

>

'Maybe you said n;ne; Buf who said éhe squares had to be the same size?

In addition to nine squares this size , 1sn't there one this size?

-and four more this size? — =

Which answer is better] Nine squares or 147 ' " ‘

4

If the best anawer to thé problem of the squares was not the first one you
thought of, don't be surprised. People who take time. to think about a problem

often find 'a better solution than the first one. Use the same ways of thinking
, to solve the problems on the next page.

o

o | o 240




B o | L | NPT-1
. . ‘ ' (Cont.)

| There are | circles

\ There are triangles
| There are - rectangles
A —_— ,

\

©

There are | squares
" RS .

{
‘

There are circles .
There are _- ~triangles
There are .rectangles

There are squares




“-..The flexatube is made from a strip of four squares, each of which is ruled intp
four right trianglea. Crease back and forth.along all the lines, then tape the
ends together to form the cubical tube, The challenge 13 to turn the 'tube b
inside out by folding only on the creased lines.

A durable version can be made by gluing 16 triangles of cardboard or thin metal
onto cloth tape, allowing space between the triangles:for flexing. It is use-
—ful to color only one side of the triangles, so that you can see at all times
just what sort of progress you are making toward reversing the tube. ‘

¥




" PLOT: THESE

| ®TO0C,

, . CTO0D,

ETC.

AND HERES ANOTHER, o

s []

& You ARENT ALRE.ADY @ (H v) . g

POC TIRED. |
A K
a,d» Q.9

mmmc POINTS

..DO YOU REMEMBER HOW TO PLOT POINTS ON A GRID?

@Y G
o) 209 0.
atos, | (2, M@, D

@ 16D
0G0 ‘@Y
&% 6.9 0D
ey e
l"' S MO:D

- e _— e

v LI

| | SR

U0

"4.D

Q.2

°Q.0

)]

'(3,9

"y

/OK! 50 THESE PICTURES ARENT WORKS OF A’RT
WHY DONT YOU DESIGN A PICTURE? WRITE DOWN THE

243
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N

Materials Needad

Map éird (See next pager)
Set of playing cards (See below.)
Marker for each player

Rules |,
You will need to use your map reading skills, to play this game. ' P T
Each player drawe a card in turn an followe the directions on the card. The

object is for thé player to get hie her marker to outer edge of grid first. The
player who does is the winmer.

u A ]
. )

To Make Playing Cards

Type the directious below for playing-cerds."Use cardboard for becking. ‘

L

Move 10° North and 20° West Move 20° North and 20° We}\c' - . ’
. , & ,
. Move 20° South and 10%-Eest ¢ Move 20° North and 20° East
Move 10° North and 10° East ' Move 10° North and 10° West -
Move 10° North and 10° West . ¥ Move 10° North and 10° East
) P ' E
i ~~-Move 10° South and 10° West , Move 10° South and 10° East
Move 10° South and 10° East . “ . Movellob South and 10° West
K - ¢ . '\ . ‘\\
Move 30° South.and 20° East ~ “. ' Move 10° East ~ \

Move 30° South and 20° West . Move 10° West L | |




YA . - —40°N- .

v = ' —F———30°N

1 . - . r 20°N

10°N

0"j

\ e Hete

- — 10°S

20°8

30°s

: = = : f ™ : 40°é
40°W 30°W 20°W 10°W 0° 10°E 20°E - 30°L 40°E

S e




J
'

¥
.

¢

‘NONSENSE WORDS ‘

4o, “

How well can you' copy? The "létter" -below 1s made up of nonsense words. See

NSU-1 ’ .

-~

B
how well you can copy it. Check your words to be sure that you have copied o
correctly. You might want to time yourself to see how long it takes you. Copy ' .~ « |
the letters on the lines below each word. ’ - g '
B _ , )
Aeci bcme ‘ ccre htvw .
[ ¢ 4
—————————
htoil ugki ' mca te i
l '/ ’.
ffooj- . Mpgj sTu jkui _ealm '
. ' K (N . . N
- _r_

' ’ ! ' ) ‘_ hn
fohha - rvlnpo Cgtse dbpg o
nrwy uoiklm ‘ Mnjkh -behj.
nhb it"j(u ? vicre )

Sneth" ifugyea das
uf. Tervg nhdys pehsk
“ . /.J ' s
iheionh. e /
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SYMBOLS FOR LETTERS  :,

‘Each letter below is paited with a symbol. Sometimes the dymbols for lctterl ' ' .
are very similar but'still different In the space below, put the correct -
symbols with the letters i

*

AEICDIEFGIHI IR ¢ -
SEROEERCRIE -

mmmﬂn

"::Mo){cmrox m@-x {--1 5 -

NIETAIR[UINIIYIQ] - B
COTTTTTrT L

.mﬂlmnm-mmmf
TTTITTITTT]

[CIAIN mmummmmnsT
gIIllIIIIIIII

27257




Bad

Below is a list &f items you need for your party.
the items on the list. ' -

Write down the cost of each item, -

What was the total cost for your party.

araham Crackers
Chocolate - .
Marshmallows
Juice

Cups

Napkins

. 1

At the supermarkét you buy
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‘ S ADD UP THE NUMBERS!

\@ \76\ x)

’ et »4

The raindrops =

The umTrellas =
The ducks =
. i
S
Total ‘\*' + ; -
\\
The raindrops and umbrellas = | + -
. \\ .
The umbrellas and ducks + y + : =

D —————

/

249
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WHAT WOULD YOUR CHANGE BE? - ‘

RE>

You buy: ~ You pay: You get back:

t

N .
A 3
. . ¢
. »
. »

@& |
Jelc

240
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Use this code:

o

Add up these words.

1. Love =  2¢ + 5¢ + 2¢ + 5¢ = lh¢

2. Your name =

3. Your last name = . N

4, Your teacher's name =

5. Your mom's name =

6. Your dad's name =

7. Favorite food =

8. The'days of the week =

How many 25¢ words can you think of?




BE MONEY WISE

. 1 |e @| o6
eble |® @%% % 8OO
A |B|C|DJEI|FI G

A= ¢ B - _____ ¢
C = _____ ¢ D = _____°¢
F=____¢ b= _____

D (EEED GEEE SR G

has the most money 

has the least money




‘ : | MEASUREMENT

2
¢

Use a piece of roving about 1 meter long to measure and record:

¢
“

)

Around your waist

NSU-10

Around your friend's waist

From floor to top of your head

From floor to top of your friend's head

The wj.dth of the span of your arms

The length of your foot

‘ Your best friend's smile
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FIND THE COST OF ONE

1. If bananas sell-for-60 cents_a dozen, how much will 7 cost?

2. Robert rcads the same number of pages in a book each day. In 3 déyé'he_
: read. 54 pages. How many pages would he read in 7 days? : ,

3. 1If 5 apples cost 25 cents, how much will 17 ‘apples cost?

« . "\ 4. If 4 yards of silk cost $4.48, what will 3 yards cost?
5. If a dozen eggs cost 60 cents, how much will 9 eggs coét?

6. In 4 days Tom eats 18 slices of bread. How many slices does he eat in 5
days? ¢ '

7. 1If 15 books cost $90, how much will 18 books cost?

8. If 3 city blocks are 1020 feet long, how far does a boy go when he skates
13 blocks?

1 ’

9. If 8 pieces of cloth measure 56 feet, how long would 9 pieces be?

10. 1If 18 ﬁleces of clcth contain 630 yards, how many yards would there be in

15 pieces? , - ’
) . . % ) ..

11. If 3 crates of eggs contain 90 dozen eggs, how much will 5 crates contain?

12. 1If 5 yards of material cost $9.20, how much would 12 yards cost?

2

13. If 13 people in the class paid $16.25 for lunches, how much would 33
people pay? o

14. If you cut 6 top -strings out of 9 yards, how many yards would it take for
11 strings?

15. If Mary used 27 buttons on 3 dresses, how many buttons would she use on
2 dresses? ) - o

16. 1If 4 crates of strawberries contain 96 boxes, how many boxes will 6 crates
hold? A .-

'17. 1If there are 36 beets in 4 bunches, how many beets would there be in 10
bunches? ' ' ) .

18. If 6 bunches of asparagus cost $2.10, how much would 15 bunches cost?

19. If the clothes for 8 boys cost $54, how much would clothes for 7 boys cost?

20. If 8 sleds cost $88.64, how much would 5 sleds cost? ; .

t') Nt
<G

256




‘Materials Needed

, “mall pleces of colored paﬁer

' NSC-2

hS . ‘- PRODUCTS
This game giveaaygu a chance ‘to practlce your multiplication skills.

Level ST
Grades 3-6 ‘ S

Number of Playerg
Two to-four

Playing board - . ' S Lo g,
Object - ) . o .

'To cover the most products on the board with a player‘s color Y : \
How to Play ’ . ' N e -

Each player chooses a color! The players take turns.rolling one die. The
player must cover a multiple of-the number s/he rolls with her/his color.
all products are covered the game is over. The winner is the player who has the
most products covered. If"a player cannot find a multiple of her/his number on
the board s/he may pass. ' ‘ ] . :

-

v

Variétion<n\

This game éan a1so be called '"Sums' and can be used as an eddition game with
smaller nrmbers.

When

48

6

-

et
- —

60

36

»

,,’.
.l 8
h

44

5

42

35

25

22

54

63

21

33

16

36

10

45

2

64

27

7

4

72

20

15

14

24

77

30

257
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YOU DO IT S
Direcfiong ' . Example® You Do It /
Write any three figures so that'they decrease 543
by one from left to right. : ‘
: Reverse the number. : 345
'Subtract”the smaller from the larger. 543 i
: ' ' - 345 :
Your answer will always be 198. 198 .
| . < * :
‘ ,
Write any number you wish : 8
Add 5. | ' 5+ 8=13"
Multiply by 3. 1 : 13 x 3 =39
Subtract 9. _ -39 -9 =30
Divide by 3. ' : ) ' - 30 ¢+ 3 =10
Subtract your original number. _ 10 - 8 =2 .
Your answer will always be:2.
Write any threé‘figures. > ' 421
Reverse the number, ' 124
Subtract the smaller from the 1{.0¢L. | 421 E V',
© ' - 124 ,
; 297 - 0
Reverse the answer. 792
Add qb-original answer. : . _+ 297 b,
* Your answer will always be 1089. - 1089 -
Write any number three times. . 666
Add the three figures. (6 + 6 + 6) , 18
Multiply hy 37. : : - 37 x 18 = 666
Your answer is the firét number you wrote.
Write any number with four figures. | 4362
Reverse the number. 2634
Subtract the samller from the larger. " 4362
" : - 2634
. S ' 1728
Your arswer can always be evenly divided by 9.




!

In order to score 100 on the dart board.
above, how many darts must you use?
Where will your darts land?.

el \ » ~‘
./ /'/" \.-\ ~.
/ e

) R, M\\ o N
.. / | / /. \ \\ ‘ \
- ;o \

The winner scored 100 points with'6 darts.
The number in one ring was twice 'the number
in one of the other rings. The dumber in
another ring was three times the number in
one of the other rings. What numbers go

in the other rings if the center ring is

40 and you have only one dart in each ring

when 'you score 100 points? :

!

MATH BRAIN TEASERS

6 darts,

/ ’ ., NSC-4

The winner. scored 100 points with D
There was only one dart -
in each ring. The score on each.
ring is a multiple of 5. No

number was repeated. What numbers
go in the other rings if the

number in the center ring is 507

MAGIC SQUARE

Place the numbers 1 - 9 in the
squares so they add up to 15 in
all directions, ’




' Some secret messages are called codes while
.code a group of letters or a word

A cipher is'difgerent; each letter in a cipﬁér has a symbol'sucﬁ'as:

i) . R
S = Secret

P

1

SECRET o c e’ r

“ 573178

SS =/ Secret Spy

P“

AN

| j
COQES AND CIPHERS
/

/
!
/

Va

4

’

gthers are called ciphers.

| Ina .
o/

may have a/secret symbol such gs:

Some messages can be found hidden or may be scrambled into another messagg.

.

v

Try solving the fbllowing ciphers and codes. You.méy wiéh to make up<gme of

-

g

»

your own*for your friends to ‘solve.

1. Here is the key for -a cipher.

o gt , i
A B DD E.F G H
4

C
2 6
T .U V W X Y 2
40 42 44 46 48-—S0 52

Y
1

red I ‘ » .
8 10 12 14 16 18 20 22 24 26- 28 30 32 34 36 38

ap ”

“

J K

v

Use the kéy to decipher this message:

L

M

W,

N.- O

4 - 10-46-2-36-10 30-12 38 -10 -6 - 36 -

6 - 30 - 8 - 10 - 38

Here's another way to send a“wessage.

<

heme

¢ anyo uf indt
This one is-fun, too. N
W Y D A D E
H A O .E T.,D
I W Y R H. O o\
C H 0 U E C

Oor how. about a scramble?

TASWE OTN NAWT

TNO

*

Q3

»

1

P

Q

1¢ - 40

|

R

3




- CODES, CRYPTOGRAMS, AND CIPHERS _ . *®

! T . . .'.

,./-

; See,%f:YQu cén break these messages.

«

1. This cipher needs this phonetic alphabet to be broken: o

» a

a=ay _ g= jee 1l mel q=cue 'v=vee “ ,

b = be h = atech m = em r = or w = dubleu * "
c = see .1 = aye n = en s = es Y = ex

d = dee , J = jay v = oh t = tea y = why

e ¥ ee k = key P ™ pea u = ewe z = zee ° .

f = ef \ : ’

! - C .
Eeayeswhy, ayees ayetea enohtea?

)

2. Look clogely end you'll solve this one:

I fyo ‘ure -allykno who wtose einn eww ' aysyo urprob
R : .
lemiss olv . ed. . T

.

b ?

3. Don't go off in the wrong direction for this one:

Edam ti . evah - uoy, flesruoy esrever uoy , fi.

.
’ 4

4, This ié a cryptoéram, so ‘code letters are substituted for the correct
letters. - '

4 * Ly

stand for a

It is part of a famous rhyme. Clue:
‘ stands for j

. ™~

svpl . at” cnoaht:. o -
] sti '. < at xfnpl ’b‘

svpl ‘ . kfoy | mbtu ‘ )

1dt ' pverht ‘qinpl

L4

“5. Try to decipher this:

YYURYY UB I C U R YY 4 me. \\M_J\
v A ) > : .
- _ ‘ , .,. o .
' 0 ‘ 261
) My

[ ‘J"
.




] ~ WHAT DO THESE SYMBOLS MEAN?

AT VA prar
0? P v ‘\A mp "'
o -V*/‘ o '

.

o MermAd FYP T oAl
uwi-b/‘ HN- ,

»__34...-1; -u-oL vw V\N !
yookAY fed ¢man
{0'4{- ET T A

4mA A m{AT4 tVe
me4AP o 0)d N-JHN- °
- N— 0\‘7"'4' | -




: NSR-3
(Cont.)

. A

’ ]
_ WHAT SENTENCE CAN YOU WIRTE WIKH THESE SYHBOLS?

263 ., ..,
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CODED MESSAGE 3

Directions

Fill in the blanks in front of the letters to "crack' the code. Then make up
your own coded messages.: ' :

z .'
A= (9x11) +2 s o B A 5
| W 7] "
= -4 ‘]ﬂ 'd% m i
B =9x9 o I 3 B g
N e
C=5x8 T c @
————— v lo g
g o
._ D=100+ 10 ? — D o
& o ®
- a)
E = 48 3 12 s E i
' T
F=6x38 & -F
w . -_—
(=)
G=7x4 AR G
—_— =) .
)
H = 102 b N H
— o ]
] &
I=12x8 NS L I
- o
[l .
J=8+9 Y J
4
K=16 : 2 & K l

r
"
[\
[
i
W
9¢£-0-6¢
-

M=17x3 ~ ' M i
— 0 | e
 N=8x7 T N
“ \ : . .
0=5x7 & - 0 .
| -3
P=353:7 i P
— ) o i ‘
Q= (14 x 1) - 11 z Q

R =40 ¢+ 2 N




Use t he numbers .on the
flowers to complete

these number séntences.’.,




"". PLAN A PARTY .

v ’ ! . ‘ Q o
A party always has good food. Some Mcres are fun to make and good to eat.
To make one you need: . ’

2 square graham crackers
4 squares of a chocolate bar (usually 1/2 of ¢ all bar)

) 1 melted marshmallow
‘ s . ]

¢t \ . P

v If you: plan to have ten people at your party and you plan for each person to
have two: Some Mores, how much will you need to buy? Answer the question below
to find out. ' v

4

How many gvaham crackers will be needed? )
AN | : -

How many marshmallows will you need? ' o .

?

What fraction of a chocolate bar is needed for one Some More?

How many chocolate bars wiik,you need altogether?

-,
~
-.3
-
-

266




‘ " . ALPHABETICAL ORDER

Place the following words in alphabetical order. Each group should be
alphabetized separately.

LI

A. come 1. B. mean 1.
code 2. : : metal | 9.
cone 3. medal 3, N _
comb 4, meal 4. ‘
C. anger 1. e " D. beach 1.
valways 2. ' ' bird 2. :
’ . alter 3. brother | 3.,
“ . a.bide 4. o bottle 4,
E. naughty 1. ° | 'F. leaves .1.
noise 2. leap 2.
nice 3. . L leather 3.
novel 4, " leaving 4.
G. .st:reet_ 1. H. weight ° 1.
straight 2. : | welghtless2.
strcam 3. ‘ weight 3. .
' strap 4, ” welghted 4.
22”7'.1‘
i ]
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A WORD CHAIN

: Starting with the key word make a new word by changing only one letter. ' The
* next person may now change any one letter to make a new word. See how many
different words you can make. -

Example . - \
LANE LIFE TAKE RACE FINE

LONE

LOSE

LOST /

COST

CAST:

CANT

o " CANE

SANE
SRV

SAND A

"  BAND | .

- ettt e e et

oy,

268
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MISSING WORDS

Find all possible words within the squares of this puzzle. Move up, down,
~ sideways, or diagonally. The same letter square may be used twice in the same
word if another letter is used in between. ' In the example below, the letter
"D" 18 used twice in the word "dead," but "E" and "A" are used between.

— > 003>

MIA|
NE
ST
N

| [P

SrACIE




 NSS-5

HIDDEN SENTENCES

Move from square to square, either up or down, or from side . side (not
diagonally) to find the hidden sentence in each diagram.

Example © e ‘
. 1. Start with §  “ 2. Start with I
0 ) T S M R D E
| u A 0. | E | K
0 E U \
R A | 0
K ! T T H L 0

3. Start with W - | :




' ’ ~ TWO DOWN, TWO TO.GO'

Below are’ liated thé initial and finul letters of some four-letter words.
List as many words as possible that begin and end with the given letters.

LN
"

B o \/ ) '

o l. L--P 6. C~--N

3.
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. ’ L WORD- WITHIN A WORD

Each of the words below has at least one word hidden in it. Circle the words
you find within each word. '

»

/

L3

L g N

1. emotional ' : 11. ship/ment'
/
d . , . ’
- 2. disarm ' ' ' 12. deformity.
oo . ‘
3, courigeous 13, partisan '
" . - - .
4, nobleman, . . 14, broadsword
o " . | ‘ ¢
’ 5.concentl:r'at:e 15. c.ent:ime\gr
6.c.arbo‘n/a,r'l')ted _ 16. knowledge ‘
/'/j-"" Y "
7,."'q§-_--j'é'}t:anet: 17. cowardly
‘ l}-( B . v
8.ey91et ]:8.bright
f] \ . . '\
9. latchkey E ﬁ 19. condiment 8

10.phospho,rescent | 20_.killdee;

N




;

.}/
/

IWhat other words can you makg from the following words by changing the
/ arrangement of the letters? g

g ; NST-2

MAKE A WORD - T

)

\

o : ]
Example . . * - ,w
read dear dare '
J .
1. - dater ‘ ‘
. | " t
. 2. dowery, Ve ) " ; . '; ‘ /
3. dale b s _ Lo ‘ ,
4, large . - . ;
! : /
5. there o ) /l o
- ./! /
6. kids - — - /
t.’h ' .
" 7. nears ) lH
8. grab
9. tubs
‘10. name
‘11, plead
12, begid
13. made
14. realist
lS.i,palnters




. . . A Y
l\.—- . . li
. .

Activities have not been proviged for the cell NSI. ' :
This ¢ell is best remediated through the teacher's' ‘ ’
owy math program in- the classroom. The SOI Abilities ke
Workbook on Convergent Production (under the cell NSI)
presents a diagnostdc mathemapics test which. teachers

may choose to use.’
' [

4

e




]
;.
/ | . . . ‘ /
: ‘ / I , - CONTRACTIONS |
: / . Contractions are two words that have been shortened to make one word.. An
| apostrophe (') is used in place of the letter(s) that have been left out. . -
it .'/ For instance "I will" may be shortened to "I'll." 1In the following exercise
. /‘ . change the words in par,entheeses' to contractions. ' '
/ . . - pv
/“ .
// - b \ R N a 1.
N . Dear Pat, . _ - ‘ ' ‘ . .
) (We have) 1. = = ' been 'enjoyinfg our vacation in. the mountains. You \'\ )
. v H b o . ) : |
" (would not) 2. believe the beautiful rivers and forests that |
'\ - . , \ i . ' . \‘ . . . |
} b« (we have) 3. ______ seen Here. (I would) 4. like t:'b stuy
here longer. n ‘ ) = ' o \
, P | o | | |
Last night (I had) 5. ' gone -to bed when I heard strange noises in
* our .cam;(?;} (You will) 6. _not believe what I saw when 1 shined my i
' ‘ ‘flashlight out. A large brown bear was helping himself' to ‘our fpod. Wg.'. : _ L
(should have) 7. : put:our food chest in the ca pé/r );ut we forgot. N '
(It 1s)/ 8. _ , all torn up now. The bear rIppe?" the 14d off. '(We .
—~ f ; . ' . /’ -
p - will) 9. havé to buy a new food chest. A _ N S
) ‘ . 3 ) ‘. r" ' /A “ o ‘/
' . ) - ' . "'l
Tomorrcw (1 would) 10. *’iike&g go on a long hike if it (is not) ! e
11. raining as it does here often.’ L ' 1
/ , - [ : - o
' I hope (you a're) 12, | enjoying your vacation time. (It will)
13. i - be W'Agood to see you when we return home. oy E
~ [ - v :
; ' _ Your friend,
f | .
' ‘ ~ Sean
' ‘. | . ) - t
I /
. N .
o 275¢ 84 ) . |
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MORE CONTRACTIONS . o

In the seutences below the contractions need to be changed to the cwo words
that made up the contraction. See number 1. -

Donna couldn't 1. could not lift'all the books herself so she asked Valerie

if she wouldn't 2. - help out.
'"I;'ll 3. be heavy, but I‘h-&: .
- working out regulariy these days so I'd 5. be able to do
it. You'd 6. | never beliéve'how good I've 7.
been feeling'sinc$~1 exercise daiiy," answered leerie. Y
i
"Well, that wasn't 8. _ B _ so hard since we worked tqgether,"

Donna said when they'd 9. ‘ finished. -

+




‘ | ‘ __ BEGINNINGS AND ENDINGS

The first few letters in our mystery wordy are the same, but the words all have
different end;ngg. Use the clues to help you to find the missing le.ters. '

[
\

A. Clues

1. Used to shine or polish-
2. A long table holding a variety of food o

* 3. Ox-like animal of. Europe or Africa

4., A clown ' .
1. buff
2. buff’
3. buff ‘

T ‘ 4., buff

B. Clues

1. 1Is the colbr of gold
2.  Makes objects out of gold

3. A freshwatvr 7ish which has a reddish color

’ 4. \A metal with an outer layer of gold
1. gold
2, gold e
3. gold
' 4, gold o
D00
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(Cont.)

AT ®

C. Clues ; ) ' " ‘

o

[*Y

1. FExcessive, to a great degree

2. An introduction to a larger musical work

\
3 9

3. To project out over something

2

) ﬂb Working beyond tha regular hours : | o o
1. over -
2. over
3. ovér ’ v
4, over | ' - ' o
9

o D. Clues

\

1. To make shorter
2. Rapid handwriting in symbols ) -

3. Not enough, deficit

4. Field position in baseball o v
1 . sh‘)r t ' . ' . ' ¢
~
3, short
4. short ’

2%
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" NMU-3

v Tr‘“h. b . - ‘ 7. | (Cont.)

1

» . E. Clues : . ”

©

9 1. Can be seen through y
v N r *
£

' 2.- To change or reverse the order

L\

3. Hinged window above a door or other window

-

4. The act of moving goods, materials,cnrpéople from one placeksp another
. ‘ . / ’
1. trans
) 2. trans ﬂ . »
3. .trans
4, trans
LY
o . a
F. Clues ’
' 1. Not guilty - -
2. Located inside
. " 3. One of nine divisions in a baseball game *
Co ' '4

4. To create or make soﬁething new

"1, 1inn v ‘ | R -
. \\ ' ‘“"
2, 1inn
3. inn
4., 1inn |

o | 2%




' TIME , S | |
What will you most likely be doing at: ’ ‘ - ‘ e

1230 pom. .

8:00 a.m.
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CLASSIFICATION OF ANIMALS

The'animals listed below fit into special groups'o{'animal classifications.
.Separate the animals in the list into their specia

identified on the chart. : ’

a

»

groupings which are

shark

angelfish whale
newt ‘swan ) . mud puppy ’
salamander . penguin horned lizard :
cat king snake mouse .
chicken - . eel toad
‘alligator horse boa constrictor
sea horse raccoon ostrich
-frog sworafish ~ tortoise &
Fishes Anpggbians ‘Reptiles Birds Mammals
-
b
v
» , '
‘) 4
L
-
b
< )"
2920
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CLASSIFICATION OF PLACES - o “‘ ,
° o Place the following names into their correct classifications.
v N

Italy -~ . Ireland ~ qndia

Chicago 3 Antarctica L Paris .
New York _ Portugal ) . West Germany - -
’ "United States North America . England
Rome Moscow Tel Aviv , &
Europe iran a Finland N *
" Asila Londoh ) South America
" Tokyo SN Australia Turkey )
China ' -+ France Athens* y

- Africa Israel 0Oslo

" Continents B . Countries e ~ Citdes

o




-

e CLASSLFICATION QF CAREERS -
R ‘Into what categories do the following careers fall?. qg.;d'sqify the careers s
. according to “he following . criteria: - v

12

Works outdoors most of the time . . . «

works indoors most of the time L ‘ . ’

Works mostly with the hands _ - ) e
Works with numbers ' K . >
You may find that some. careers may '}faH., into more than one classification.

Br.cklayer ' " ™Flight attendant , Politician

- Teacher : Veterinarian Police officer -
Metal worker ., - Telephone operator -~ Building contractor ' '
Writer .. . Gardener - Research enginee‘?:
Forest ranger _ Business manager Attorney
Scientist . - Baseball player . Fisherman
Architect . Clothing designer Assembly line operator

) Actor or actress

3 o

‘ ) Works Outdoors " . Works Indoors

Works with Hands ' Jl - Works with Numbers

<




-

In each set°of‘four words.§ou will find one

..

a

a

' ODD ONE ,OUT--ANIMALS / N -
. . . Y , ' - , ‘

'

that doesn't belong..

Créss it out, '

Sample: horse .
T - - !1‘". T -8 -
cow ' . dog 0 - ;o
1 - " -
1. angelfish swordfish 2, alligator tortoise
sea horse frog"' “horned lizard sea horse )
~ T
3. parrot . penguin 4, kangaroo tortoise
ostrich puffer platypus ‘geal
5. tadpole puffer 6. “mud PUppy newt
sh&rk eel , Ssalamander ,‘eél
7. hummingbird duck 8. elephanﬁ seal ’
chicken ‘ moleo ., whale . shark
) .
9. sloth toucan 10, 4guana tortoise
tiger wal;us gila monster salamander
11, emu swan 12, giraffe tiger -
rhea otter lion terrapin




e Co e o " NMR-2

ODD ONE OUT-~CITIES °

,
¢
i ’

The following sets of words contain ﬁhree“words that belong and one that ' B
does not. -Find the word that doesn't belong and cress it out. In the blank
© write a wcrd that will fit with the rest of the group.

. - . ,‘ . . L B . | \ | o ‘
.« 1. .San Diego ' Paris -+ 1 2., Moscow - Mexico City
Chicégo _ ) England . Berlin Urugua}‘. ' i
i L] J -~ | | o
3. Vienna ’ "~ Cape Town 4. Cairo : Ethiopia '
Memphis Oregon - Sydney . Tokyo
5. Houston ~ Munich .| 6. Montreal  ° Quebec
Seattle - Chad Boston , Yukon
Q
7. .San Francisco Philadelphia 8. Detroit . Santa Fe )
Miami District of Columbia N St. Louis Mew Jersey
9. Denver Bolivia . 10. Rome ’
Vancouver Pdris | Mad;id

285)()”
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s ‘ ’ PA}REQ_RELATIONSHIPS ©

¢ ' .

The first pair of words is matched tozshpw.a'relhtionéhip. Matqh.a word from -

the list that best’ completes the second pair and circle it.

- .

‘Bxample | v
S , o0 -
. Cow }s to calf as dog is to

a.

¢

7. The elephant is to a mouse as a hunmingbird is to * .- ,:

a., duck b. ostrich c. whale
8. Green is to grass as blue ‘1s to
a. rainbow b. flower c. sky

7.

2On

« 286

. a. kitten 'b\. .poodie d. anim‘aJl ;
. " . N . . : o
o ) ) . .‘ o i \ “ .o i .' o
1. Needle is to sew as loom is to
a. yarn . b. spin’ c.  weave ‘d. rug ~ ‘ ’
‘2, Window‘is‘to'glass as cake is to ) . T
: -y 5 o ; . ’ .
a. flour b. oven' c. icing d. pan _
) . * ' ) KR E ] -,
‘3. Eye'is to sight as mouth is to o ' ) .
a. speak b. taste c. teeth  .d. lip-
3 * .
4. Brick is to clay as steel is to o . N
N / .
a. copper - b. furnace c. iron d. car. * .
1 . . « . \ ..v- i
: . ) ) L Ty
"5, Bird is to Fly 2s fish is to . S
”  a. ‘water b. scales c. gills d. swim h/, ' ,
6. Black i- to white’as night is to )
noon “b. sun c. .day id, stare '

d. ‘eaglei .
k4 -
d. eyes




|

9. Cold is to ice as fire .is to

a. burn b. red c. hot . d.

.
. s

<
10., Creek is to river as lake is to

s

B
.

a. ocean b. stream ¢, water d.

.

3

”~

Aruitoxt provided by Eic:




- ' " HISTORY SEARCH

Whichﬁhappene% first? The following are important events in history but they
, are not liste‘%in the order that they happened. You are.to number the events
in the order tMt tbey happened.

A. __ Man landed on the moou.

: ~

\
B. __ Civil War was fought.
C. Columbus sailed to America. |
D. . Gold was discovered in California.: v
. b \
» . ) P’ ‘\.\
E, ‘ Pilgrims landed at Plynouth Rock. v
F. American Revolution ended. -~
L

G. ' Declaration of Independence was signed. | - ; .
H. L Marcc Polo returns home with riches frow China.

'
The -Vikings touech the shores of North America.

I L] . .

t




WHICH HAPPENED FIRST?

e ' :
. '

‘ (.

Read The Value Tale of Elisabeth Fry by Spencer Johnuon, M.D., and then number v
the events listed below in proper orger as they ha:.pened in the .story.

A.

» >
Schools were started in other prisons.

Y

c

<

Elizabeth visits the women's prison for the first time.
Elizabeth 1lived in a lovely home in England.

Elizabeth Fry worked with kings and queens of Europe to

improve prison conditions.

¢

Elizabeth sees.the women fighting in prison.

+

Elizabeth spoke at the London, Erigland, House of Commons
about improving prisons. -

P
P

Elizabeth taughg'the women in the prisons .0 read and write.
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TEACHER INFORMATION

One method used to strengthen NMS is through sequencing.

-Sequencing through speaking is an effective technique 'in

teaching students how to organize their thoughts and, at
the same time, build confidence in a speaking situa-
tion. Book activities-and sharing of news events are
common speaking situations ‘that can be used to help

- sequance ideas.

One effective technique is to begin with pantomine,
giving small groups of students situations to act out.
This activity' can lead to dialog situations wheére the
students actually have to plan what they will say as

‘well as acting out the situation.

Student demonstration of a skill, craft, or hobby is

‘another speaking situation that is eifective in the

classrooms

Two pages which are useful in helping students prepare

for a speaking situation are included in this section.
The outline can be used as an example Jor the student
to follow. The outline can be modified to fit the age
and needs of the students. : :

301
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. : . QUOTATION MIX-UP

Rewrite the following mixed-up quotations into sentences that make sense.
Use capital letters where they belong.

1. eye for an tooth a tooth a for an eye
. -

2. returnl shali

~

3. pie in finger every'a

4. day dog has his every

5. are we amused not

6. bread man doth alone by live not

' 7. chila spare and the rod spbil the

¢

8. Satan behind me get t@ee

J0o

. 291




INTERNATIONAL SIGNAL CODE

o

- Rewrite the paragraph placing the sentences in the proper or(,!;p.r.

The sailors look in the code book fo understand the flag or flags. The
International Signal Code is used by sailors from all different countries. Each
flag qtands tor a message or part of a message. The' sailors speak'many dif-
ferept languages but thev can all understand the flag messages. EaCh, ship has

a code book in the language of its country.

e J
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( * POINTS FOR EFFECTIVE SPEAKING
Enunciation

1. Speak words clearly. .

2. Use full correct mouth, tongue, teeth, lip, and jaw movement.
»3, Pronounce the whole word. Don't drop endings.

4., Dop't substitute sounds.

- Posture

l. Stand tall and straight.

2. Stay relaxed and comfortable. g
3. Keep your hands at your sides when not in use.
4, Don't shift or sway. '

Eye Contacg

* 1, Look at individuals in all parts of your ‘audience.
2. ‘Speak to the friendly eyes in the audierice.
3. Don't over-use your notes.

Voice Projection

- I, Speak to the far corners of your audience. S \
2. . Speak.slowly.and with force.

- Vocal Variety

1. Have changes in pitch, high and low tones.
2. Work for changes in force, loud and soft.
. 3. Have variety in rate, slow and fast.

. . Two ''Faces'' of Criticism 6
o I . :
.Wheri You Are the Critic

1. Be fair, honest, and tactful.

2. Have a friendly, helpful feeling.

3. Say something good along with something to work on.

4, Be objective, not personal and negative.

5. Give definite suggestions about how to improve, not vague general,commgnts'
that are meaningless. N e ‘

6. Judge others as you would be judged.

When You Are Being Criticised

Listen attentively to whatever criticism is offered.

. Accept all comments graciously.

Ask about points you don't.understand.

‘Keep a record of the main points, both strengths and weaknesses.
Correct at least one weakness the next time you speak.

Build your strengths: work on weak points.

293
394 .
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Gont.) -
SPEECH OUTLINE FORM | "' | | '
. PURPOSE: ‘ " B ,
TITLE:
‘I. Int;oduction 8 ‘ o : ,.\\‘ S
. . ~
II. Body - : : 2 ' - \\\\
A. ' ' "
. B,
1.
2, ]
C. )
“ D.
1/ .
2. .
'E.
h ‘

II1I. Conclusion




- NMT-1
-. TAKE THINGS APART (LIST ATTRIBUTES)

‘ Detective B. A. Hunter was the best detective on the whole Potsdam police
force. Rare was the day he didn't bring in at least ‘one dangerous criminal.
Sometimes this courageous crime-fighter caught whole gangs single-handedly.

But Hunter had one fault: He was forgetful.
One day he forgot his handcuffs.
i ~ Another day he forgot his gun.
And soon. . ..
It's lucky he could think up ideas quickly and substitute everyday items for
things he forgot.
One day the chief called Detective Hunder.

"There's been a crime at 91 Circle Drive," he said. “'Report there at once to
- investigate!"

But when Detective Hunter arrived hefbund that, as usual, he had forgotten "

something: his fingerprint powder.
" Looking around, Detective Hunter saw a Cigarette, a book of matcnes, and some
. ' .45 caliber bullets.
o "Thank heaven!" he exclaimed. "I see at least two things I can substitute
for my missing fingerprint powder."
What could Detectt tve Hunter use as a powder?

s

1.

-

2.

‘. ~ The answer 1s easy—-1if you“’"take things apart" or combine them.
Detective Hunter opened ‘the bullets and used the gun powder inside. He
could have 1it the cigarette and used the ash as powder, too.

Anything can be used in more than one way.

-
s

How many. uses for a plece of paper can you list? Don't forget the lesson of
Detective Hunter. . ,

1. - m. o
2. - 12.
3. - BERTY
4, 14.
5, ' ' - 15,
6. N : . 16.
7. *' | .
| 8. . 18.
‘l" 9. ' 19.
' 10. ' ] 20..
295
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USE IT ANOTHER WAY ®

What are the other ways you could use the following objects? It doesn t matter
- how unusual your idea is if it worka.

. A Pencil | ' 2 : A Paper Clip ’
A Broken Crayon An 0l1d Tire
\ N ]
3
4
An Empty Egg Carton ' ' ‘A Butter Churn® IR
R\‘

30
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o COMBINE IDEAS.
o ;
, If I have on. dollar and you have one dollar and we trade, we each atill have
one dollar. '

o

If I have one good idea and you have one good idea and we trade, we each have
two good ideas. : ‘ ' ’

Combining’ideaa creates more possibilities. On the checkerboard drawing below,
the X means combining peach ice cream with butterscotch topping. '

[~

TOPPINGS . ICE CREAMS  , I
- Vanilla Chocolate  .Peach - Strawberry

Hot fudge : z _ : ' C

Cherry - : - -

But te.rs¢:p tch——— _ *

Chocolate i ‘ - . -

b

Pick a combination you like and list all the thing you could add to make it
even better (nuts, whipped cream, etc.). Adding new things to your original
idea is called elaboration: How many combindtions can you come up with?

30
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PROVERBS *

Y

The game of Proverbs will give students a chance to match a situation with a
proverb that it best illustratee

Directions
Duplicate copies of the situations described on the following pages.
Duplicate copies of the proverb sheet on the following pages. .

Divide the class evenly into five to fifteen groups depending on the size of
the class.

Place one to three situations at each station along with the sheet of proverbs.

Provide each student with an answer sheet numbered 1 ro 15.

) b}
The students may work together at the taﬁlea to match the situations to the
correct proverbs.
The students write the matching numbers on their answer sheet (Example:
"Situdtion 1 matches Proverb 10. )

When time is called, each. group moves to the next station, eventually rotating
to all stations and matching all 15 situations with a_proverb.

»

When all teams have completed the rotation the answers can be read and teams,
scored. - ‘ . P

."Ten pointslshould be given for each correct answer.

The team with the highest score wins.

< . v
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(Cont.)

Situations

1. Johnny was o= his way home from school. He remembered what the teacher
said during a safety lesson that day. Look both ways before you cross the ,
street.’ Watch the s¢gna1 light to see i1f it is your turn to walk across
the crosswalk. When he came to the intersection, the light signalled that

it was tine to cross. He looked both ways before.stepping off the curb to
«CrO88., . »

2. Linda did not get out of bed when her mother called her to tell her it was
time to get ready for school. By not getting up on time, she had to hurry
and dress. She gulped down her breakfast and dashed off t¥» school. Upon
arriving at school she found she had forgotten her lunch, her math book, and

~her homework which was.due that day. She tried calling home, but no one was
there. :

3.’ Jimmy was having fun at home putting his model airplane together. He had
bought some glue just for this job. He was gluing the pleces together but
he did not pay any attention to how much glue he was using. He wanted to
make sure everything stuck together well. When he had just a few more
pleces to put together he found he had run out of glue,

4., Students wrote their own play and planned to present it to another class.
The scenery had taken a long time to make. ‘Mary and Bob were to walk on -
stage. Mary was to pretend she was cooking on a Btove, Bob to sit at the
table talking to her. As they both entered on stage Mary slipped, knccking
Antc Bob. Bob fell into the table, knocking it and most of the other furni-
ture over. The table also tore some of the scenery. After the play, back {
in the classroom, Mary began to cry because Bob had gotten very angry over her-
clumsiness.

- -

5. Mrs. Brown had read an ad in the paper about a saie on dresses. She '
arrived at the store before it opened. She waited unti) they opened the
store doors and went in and purchased many good bargains.

. 6. Kim's mother looked on the calendar and realized Kim was due to have her
yearly check-up with the dentist. She made an appointment.for the next
Wednesday after school. The dentist checked and x-rayed Kim's teeth and
found everything was fine. She had no cavities.

<
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(Cont.)

7. A movie star made a great dealof money. It was a new thing for him fo make .
so much money. Instead of putting it in a savings account he spent most of o
. it on an expensive home, a yacht, expensive dinners, and such. Later, he
was not as popular as before. and he found he was not asked to make any more
pictures or appear on TV. Because he had speat all his money he could not
afford to keep his lovely home or yacht. He had to' find another kind of
job. ’ . -

——

8. David wanted to go to the football game the next Saturday. Tickets “went .on 9
sale, but a limited number of tickets was being sold as the stadium-would - '
hold only so many people. David decided to wait until Wednesday after
school to get his ticket as he would be going to Mark's house after school
and he could stop in at the ticket agency on.the way. The agency was out of
his way when walking home on the other days. When Wednesday afternoon _.
arrived he found the game was sold out. -

®

9. Cynthia had had a bad day. It rained that morning. She slipped and fell ih
. ‘. the mud on the way to school. At school she dropped her notebook and all \
" the papers fell out. <She haJ been hit by a ball at recess, and at luach she
found her mother had put a fresh egg in her lunch instead of a hard-boiled
one. The one bright spot of the day, however, was when she arrived at math
._ .. . class--she found she had made the highest grade on the test she took the
' ‘day before. - , .

s
2

. -~
10. Jeff loved playing baseball. He longed to be the pitcher on the class team.
- He knewbhe could be a good one, but he nevér had the courage to ask the boys
to give him a chance. Jeff never .did.get to be pitcher at any ,time"during
tne season. : ' '

e
.

4

11. Christine decided to buy her lunch at school today. She was in line. The

- cafeteria was giving ice cream bars for dessert. ~While waiting in line some
girls crowded in front of ‘her which put her farther back in the_liné. , Upon. ,

o “ receiving their ‘ice cream bars, the rude girl§ were disappointqﬁ with what

' ‘ the cafeteria gave them. When Christine's turn came,.she found the cafe-

teria had run out of the kind she and the other girls didn't like and had

.started giving out the good kind she lgved. '

4 z

12. The Smith twins got together and decided to set up.a lemonade stand. They
made the lemonade, expecting to make a good deal of money and made plans
to spend the money they earned .on a tether ball game. They even went down-
town and tdld the clerk they were coming back the next day to buy it. The
. lemonade stand did not make enough money that day or even all week”to .pay .
for the tether ball. : o ‘

t

} }1 !
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' B - ' (Cont.)

Sue and Jane were to be color guatd for the scou; ttoop at a PTA meeting.
They both talked aboat all the thinks that.gould happen during the ceremony,
such as dropping the fiag,: tripping and.falling down, or even forgetting
what they were supposed to do. They worried about it the night'before .
meeting and all the. next. day. When the PTA'meeting taook p ce,,the girl’

in the color guard were called in and evetything went very picely., None

of the things happened the gitls thought might take place. ’

L.
™ . 1 -
W]

[ ¥ . . ‘. L.
The. class was making a tile mosaic of a California mission. The students -
hadlthe tilas on a ratKer wobbly table. Sowe of the boys leaned on the
table and it collapsed. They landed on the tiles breaking some.of them.
Their teacher came over and gaid all was nat lost as they could be fitted

and glued togethé? and  would still fit into the mosaic.

¢ -

[l
Roger became very curious about all the wtapped packages on the shelves in '
his parents' closet. It was only a f.. days before his birthday and he'
knew 'they were all for him, He couldn t stand it any louger. He got-a
folding chair from the living ‘room cloget and put it up in his parents'
closet. He climbed up on it, but as soon as he did it collapsed He fell,
|bruising hise knee and breaking his left wrist. @ ~

.

. T . A




Cu <. ' NMT-4 .

- (Cont.)
NCTHING VENTURED, NOTHING GAINED ' " EVERY CLOUD.HAS A SILVER LINING *
-
. _ . _
4.
DON'T COUNT YOUR CHICKENS BEFORE - CURIOSITY KILLED THE CAT - "
THEY'RE HATCHED | o : S ’
C P
" ‘ALL'S WELL THAT ENDS WELL , . ‘ A FOOL AND HIS MONEY ARE SOON
L ] .
‘ PARTED
8.
' HE WHO HESITATES IS LOST - = DON'T CROSS YOUR BRIDGES UN’I‘IL o
‘ C YOU COME TO THEM + , .
. .\ ‘ . ‘
':
“ , v : * « ‘ 10.
jON'T CRY OVER SPILLED MILK LOOK BEFORE YOU LEAP
. - . 12.
HASTE MAKES WASTE. =~ o THE EARLY BIRD CATCHES THE WORM
.'/ »
13, . ' 14.
A STITCH IN TIMES SAVE NINE - EVERYTHING COMES TO HIM WHO WAILTS
15. ! . t [
| | 31
WASTE NOT, WANT NOT -
302




MORE PROVERBS ,

* Directions

K Tty to match the ?1tuation°to the right proverb.

Proverbs

4

1. A rofiing stone, gathers no moss. .

2. Look before you leap..

+

3. Haste makes waste. . : o A

" 4, The early bird catches the worm..

5.' Nothing ventured, nothing gained.

* 6. Where there's a will, there's a way. S

b 7. A stitch in time saves nine.

8. Curiosity killed the cat.

6

. 9. Don't count ydur chickens before they're hatched. .
10. 'All that glitters is not gold. ‘:
Situations

. A. Tim got to the ticket- office early in the morning and got a good seat for
the game. Bill went to the ticket ovffice late that samé afternoon but all the
seats had been sold. ’ .

2. A new family moving from another city found a lovely new house atop a hill.
They called it their "dream home." After they had been there' for a short
time they found many things wrong with it and decided it was too expensive
- to live there.

3. “Although Joyce didn't feel like it she decided she had better put the trash
" out for pickup before it started to rain. It soon began to pour and the
place where the barrels for trash were usually kept became a sea of mud.

"4, John was always active onutside school. He liked to learn new things and
find new ways of doing things. Jim liked to rush home and watch his favorite
TV shows. ' ‘

v




5.

' 100

NMT-5
(Cont.)

Alan submitted a guess on the number of jelly beans in the jar at the candy .
store. He was so positive he would win that he went to the sports store and
ordered a new paseball-he had been wanting. He did not win thercontest. | "

On the way to arid from school Laura was always careful to look both ways -
before crossing the street. _ _ '

The candy store put on a contest for the school children. The one who could
come the closest to guessing the number of jelly beans in the jar would win
$5.00. Mary tried, but Alice wouldn't as she said she never wins anything
anyhow. i '

Tim was always asking questions. He wanted to find out‘ about everything and
everybody. Today he had to discover what it was his brother was doing in
the garage. He stole in there while no one was around to have a look,

Betty did not get up when her alarm went off so she had to hurry to get
ready for school. She ran all the way so that she wouldn't be late. When

she arrived, she found she had forgotten all the homework she was supposed

to turn in that day.

Steve had a tough math problem to do. He could have waited for the teacher

to help him the next day, After trying many ways he finally found the golution

on his owm.

N




NMT-6

" . - FOLLOWING DIRECTIONS .

The following directions were given for cutting out and constructing a paper
model. They do not make sense in the order they. are now written. Number the
directions in the order you think they should be followed.

3
€ -

A.

. On the six small trtangles on the sides of the figure, bring
the cut line over to the scored line.

. B Cut along solid linea.
* -~ C. v~ Paste or glue,
D. - ) NReproduce the pattern on construction paper
. Y , A~ o 1Y
! R :
‘ E. Fold along dotted lines,




MEAN WHAT YOU SAY

Do we really mean what we say? What do you think the following expréssions
really mean. : ,

. 1. It's raining cats and dogs. ' b | ' . ' -

l‘\

, 2. Madder than a wet hen..

n

.3, 1'd give my eyetooth for that.

4, Don't count your chickens before they hatch.'

5.' Slower than molasses in January.

6. I could eat a horse;

-

7. Faaster than greased lightning.

8. That's not my bag.




WHAT WOULD YOU DO?

Wh.t Uould you d° it ¢ o 0 1

1.

5.

6.

You broke a window qt.lchool?

Forgot your lunch?

You were lost?

" The electricity went off?

(54
You 10|t"a library book?

Y

b

You found money in the classroom?

Your friend copied your answers on a test?

307
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WHAT DO YOU THINK?

¢

What would you think 1if one morning you
saw a zebra grazing in front of your
house? Wrixte a story about {it.




e,

- Do you like to pretend sometimes?

WHAT ARE YOU?'

If you would like to pretend now, let's make-believe that you are green, gfoon

all over.

What,;re you?

What do you i;ok like? °

Y

Can you move? ~ How?

Can you make noises?

What do ybunlound 1like?

Why?

\

C W1l you always be green?

3

Can you help people or animals?

?

How can you do this?

Draw a picture of what you are.

32
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LGF'I pretend that you are furry--very soft and furry.

What are yod?

NMI-3
(Cont . )

<.

What do you 'look like?

Do people like you? Why? o

' Can you move? | ' How?

‘What do‘youieat?

4 -

How do you ‘sleep?

' Draw your picture. .




O
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"Letter from another period in our history.

NMI-4

‘USING'IRE LETTER FORM TO MOTIVATE CREATIVE WRITING s

At times, after the children have written letters for practical purnoeee, they

may enjoy using a letter in imaginative ways as a creative writing effort. Such
letters can be used for reports in varioue eubject-letter areas, Sone‘euggeetione

-are presented below:

Letter from outer space.

(You are the first person to land on the moon. Write us a letter telling about '

“your trip and conditions on the moon.) °

A

-

(You've been transported in time to the days when the pioneers moved weet, or
to the world of tomorrow. Write & letter to your prelent-day femily or class-
mates to tell of your experiences.)

) s 2 " . .

v

Letter from another ‘country. -

(Write a letter telling about your experiences as & stranger or a visitor in
another state or co.ntry )

-

Letter from a pet to master. . . .

(Urlte as though you were your pet-telling how s/he feels about the way e/he,
is treated, the things thae[ennoy her/him, and so on,)

~

@ -

Letter to the'claas that will be i _your grade next year,

- (At the end of the year write to the boys and girls in the gradz below yours
. to tell them about the achievementa and special activities of your grade.)

Letter to your favorite fictional chai..v. ..

(Write a letter to your favorite fictional character inviting him/her to spend
some time with you and telling him/her why you two might enjoy doing some

_ things together, )

Letter to an American hero.

(Write a letter to an American hero/heroine expressing your ideas ca why the
people of this country admire and respect him/her. You may want to tell some
of the things you can do to show your appreciation for American heroes.)




'

WHO IS THE ENGINEER? | ®

3 . .

Cenﬁyou discover who ran the train? Thie is an exerciee in logica1 thinking L
and deduction. Sort out the factl and find your answer, . o § §

4
' L ]

1. Bmith Jonee, and Robinson are the engineer, brakeman, and fireman on a
train, ‘but not neceleerily in that order. Riding the train are three
passengers with the same three surnames, to‘be identified in the following
premises by a '"Mr." before their names. e .

¥

ZJJ‘Mr.'quinsqn~1ivee in Los Angeles. . ; -

3. The brakeman lives in Omaha. B ‘ |
- . . ¢ - ' ® . . ) . ‘._".

4. Mr: Jones long ago forgot all the algebra heilearned in bighvscnool.

B 'Ayoﬁ,' '
5. The passenger whose name is the same as' the brakeman's lives in Chicago.

[ ]

t ~
t

N D)

6. The brakeman and one of the passengers, a distinguished mathematical
physicist, attend the same church.

D

7. Smith beat the fireman at billiaqu.lqi

WHO IS THE ENGINEER?




WHO OWNS THE ZEBRA?.

”

On a dirty street, strangef accosts strsuger with a mimeographed sheet of paper
and the question "Have you seen this?" In university dormitories, the problem

"'1s tacked to doors. In subutban households, the ring of the telephone 18 likely

to hersld a voice that asks, ''Is it-the. Norwegian?"
The cause of the excitemeut 1s the brain-teaser below. The facts essential to‘}

solving the problem--which can indeed be solved by combining deduction, analysis,
and sheer persistence—-are as follows:

1. There are five houses, each of a different color and inhabited by men of

different nationalities, with different pets, drinks, and cigarettes.

2. _The Englishman lives in the red house.

1

3. The Spaniard owns the dog.
4, The Ukrainian drinks tea. ’
5. Coffee is drunk in the green house. - : -

t

6. The-green house is immediately to the right (your right) of the ivory house.

7. The 01d Gold smoker owns snalls.
8. Koois~are smoked in the yellow houset

9, Milk is‘drunk in the middle house.

" 10. The Norwegian lives in the first house on the left.

11. The man who smokes Chesteffields lives in the house next to the man with
the fox.

12. Kools are smoked in the house next to the house where the horse 18 kept._
13. The Lucky Strike smoker drinks orange juice. ?
14. The Japanese smokes Parliaments.

15. The Norwegian lives next to the blue house.

‘wa, who drinks water? And who owns the zebra?

* .

BRAIN TWISTER

| This one is being used by some personnel directors in oral aptirude tests for
job applicants; you're supposed to answer in one and one-half minutes:

t’)

If a man and one—half can eat ‘a ple and one- half in ‘a minute and one-half how
many men would it take to eat 60 pies in 30 minutes?

313
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IT AIN'T NECESSARILY SO = L

. The flagman who waves a lantern on a-dark night at the railread crossing is not
doing his duty unless that lantern is 1it. The same holds true of throwing a

match into a kerosenc-soaked pile of papsr; nothing will happen unless you light .
the match first. Here is a quiz’to test your thinking. Don't jump to conclu- * .
sions, but think of all possibilities. Of the statements below, some are always -
true and some are not. Can you distinguish which are true and which are not?

Score 10 for each correct answer. A perfect score 1s .90, average is 60. Take-

it easy before checking with the answer page. R .

3 K

3

1. Anyone who claims ‘to foretell future evenﬁi,with boa{tive'cer;ainty‘is
a fake. YES NO H .

“a

. {
2. If you put your bare finger into a cup filled with ¢ ffee. you finger will
get wet. . " YES - 'NO . o o

/

3. If your fingerprints are the same as those found on a ‘glass, then you hive
‘touched that glass. .. YES . NO ' : - : ‘

4. If I can see your eyes ‘in the mirror, you can also see mine unless you're ’
.blind.. . YES - NO I | o

5. 1f you jump off the roof of the Empire State Building in New York City and
'Vou fall all the way, you'll be killed. YES  NO

6. If yoﬁ mix a good:clear blue painf with a good clear yellow paint, the

resulttwill be’green. ’ | YES NO 1 '
7. 'If an educated United States citizen, living in the Uniﬁed State for mo?;” '
than 21 years, is not allowed to:vote, he/she has been guilty of Jome crime.

YES  NO . , | ¢
\ | P B e . I . . | )
. -8.» It is a very unseasonable January day 1f the temperature outside 1is 90° in .
: " - .

4

the shade. : YES - NO°

4

9. Anyone born on February 29th can celebrate his true birthday every four
years. YES, NO - '

¢

}

375
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THE DIRTY DOZEN

b . ' ‘ .
A woman gave foney to a beggar. She was the beggar's sister, but the
begga? wasn't her brother. Why? . A

] ' . w9 H

Two sigters born on the same day to the same parents and who looked alike °

said they vere not twing Why?

. How many animnls of each kind did Mosegtﬁake on the ark *.4th him? -

o

If a plane carrying United States citizens crashed in Mexico where would
the survivors be buried? .
©

) T

Sevénteen_students‘FookVaJtest. All but_nine failed; How many passed?

An archeologiat found two gold coins dated 39 B C He knew at once they
were fakes, How? ’

If you went to sleep at 8:00 p.m. and set your .alarm for 9: 00 the next

_ morning, how many hours dlcep would you get? . .

4

ry . : .o . 1 .
If you had only one match and entered a dark room to start up a kerqsene
' lamilffn oil heater, and a wood stove, vhat would you ligh; firet? . -

/
. 1f a roof runs no:th to south, and a rooster on .the peak faces east,
which way will the egg roll?

A

E

How many outs in an inning of baseball?

[ 3

A man builds a house with 4 sides to it, and it, is rectangular. Each side
has a southern exposure. A big bear wanders Ly. What color is the bear?

4

Two men played checkers. They played three games and each man won two.
How? _ . ' - . : :

. o 4.

4 -

313 ?.’)




NFC-2 WORD FRAMES (SIMPLE)

A, 8 " F. 6
F . B 5 G. 3
c. 1 He 2
D. 7 I.. &
E. 9 J. 10
| NFC-3.  WORD FRAMES ‘(COMPLEX)
S, A2 | ' _F. 8
B. -5 | | G. 2
c. 1 | | H, 6
D. 4 I 9
E. 10 » I, 7

NFR-1 WHAT'S NEXT?

‘ . 2.

< o




Td

:

_NFR-2 RELATIONSHIPS

1. G 2. 3.
4, k‘\ 5. any letter which 6.
o is symetrical ’
NFS-1  COMPLETE A PATTERN

) . ' -‘1

1. 2. @ @ -3, ""'//
Nolak
NSC-1 FIND THE COST OF ONE

1. 35¢ 11, - 150 dozen
2. 126 pages 12, $§22.08
3.° 85¢ 13, $41.25

4, $3.36 14, 16.5

5. 45¢ 15. 18 buttons
6. 22-1/2 16. 144 boxes
7. $108.00 17. 90 beets
8. 4420 feet 18. $5.25

9. 63 feet 19. $47.25
10. 525 yards 20. $55.40

3B 5 NI




N§R-1 CODES AND CIPHERS

1. Beware of secret codes.

2. Can you find the'pesnagc?

3. Which way do you read the code?
4

. Waste not, Qant ndt{

‘NSR-2 CODES, CRYPTOGRAMS, AND CIPHERS

v

1. Easgy, is it not?
2. If you really know how to see in new ways; your, problem is solved.
3. 1f you reverse yourseif, you have it made.

"4, Jack be nimble, .
Jack be quick, ; = .
Jack, jump over = . . ‘
The candle stick. “

. 5, Too wise you are,
Too wise you be.
I see you are
Too wise for me.

NSR-3 WHAT DO THESE SYMBOLS MEAN?

1. Mother gave .each of us a plece of cake.
2. Father has a new blue hat. )
3. The boy and girl looked for their lost bird.

4. The ice creamman comes to our street at night. - | N




Message:

NSS-2

D.

1.
2.
3.

G.
1.
2.

3.
4.

o
N

48
28
100

96

code
comb
come

cone

beach
bird
bottle

brother

straight
strap
stream

street

CODED MESSAGES

Q
R

B.

1,
2.

n .

" ALPHABETICAL ORDER

17

21
56

35

20

-meal

mean
medal

me;al

naﬁghty
nice
fioise

novel:

.weigh

weight

weightea

weightleaa

YOU ARE REALLY SPECIAL IF YOU FIGURE THIS

S = 72

T = 36

Z=22

OuT.

1. abide
2. alter
3. always

4, anger

1. leap
2. leather

3. leaves

4, leaving




N§§=3

HIDDENIBERTENCES
1. Sue took it.

2. I looked for Martha.
3ﬂ. We ate popcorn during the show.

NST-1  ° WORD WITHIN A WORD .

7. CGDIEHe D
o= D)
10. phonph@ l'(cdng)
NST-2 MAKE A WORD
1, dater _ trade, tread, rated.
2, dowry wordy, rowdy
3. dale deal, lade, lead
4, large glare, lager
5. there three, ether
6. .kids disk, skid
7. nears earna, snare
8. grab brag, garb . '
9, tubs bust, stub
10, name amen, mane, mean

peGcal, paled

11.

12,
13.
14,
15.
16.
17.

18.

a 9
@:
: e

being, binge
mead, dame
retails, saltier

pantries, repaints

19. (!Eﬁibt]!![)t’n t
20, k@1 jdeer)
)

12. begin
13. made
14, realist
15. painters

371 .




NMU-1

CONTRACTIONS

1. We've

2. wouldn't

. 3. we've.
4, 1'd
5. I'd
6. You'll

7. should've

NMU-2

MORE CONTRACTIONS

1. could not

2. would not.

3. Itwill

4, I am

5. 1 'would

NMU-3 - BEGINNINGS AND ENDINGS

A. 1. buffer B. 1.
2. buffet ' 2.
3. buffalo 3.
&%  buffoon b4,

D. 1l. shorten | E. 1.
2. shorthand 2.

K 3. .shortage 3.
4. shortstop 4,

8. It's
9. We'll

10, 1'd
11, isn't
12. ‘you're
13, It'll

-
1

6. you would
7. I have
8. was not
9. they'would

golden c.
goldsmith

goldfish
gold-filled

transparent - F.-

transpose
transom

transportation

by

321

1,

2.
3.

4.

1.
2.
8.

overmuch .

overture

~overhang

overtime

4innocent

‘inner

inning

innovate




NMC-1 CLASSIFICATION OF ANIMALS
Fishes Amphibians Reptiles Birds - Mammals
angelfish newt . king snake chicken cat
" seahorse salamander - alligator swan whale
eel frog horned lizard penguin raccoon
. swordfish mud puppy boa constrictor, ostrich- mouse . R
shark toad " tortoise ' horse '
NMC-2 CLASSIFICATION OF PLACES
Continents Countries Cities
Europe Italy 7 Chicago
Asia United States New York
Africa China Tokyo
Antarciica . Ireland London . . ~>
_North America Portugal Moscow - .
South America Iran Paris - '
) Australia Tel Aviv: L
France Athens e ’
© Israel’ ~ Oslo
. India - Rome
' West Germany
England
Finland -
! Turkey .

NMC-3 CLASSIFICATION OF CAREERS
Works Outdoors Works Indoors
Bricklayer Teacher Clothing designer
, Metal worker Writer Politician S
“"  Forest ranger : . Scientist Research engineer
Actor or actress ' Architect Attorney -
Gardener Actor or actress Assembly line operator

Telephone operator
Business manager

Flight attendant

Baseball player
Veterinarian

~ Police officer
Building contractor
Fisherman Lo . ' )




P

NMC-3  CLASSIFICATION OF CAREERS (Comt.) .

Ugas Hands . Works with Nymbers..

Bricklayar - Teacher .

Metal worker . .Scientist

Garrener Architect T

baseball player Telephone operator

Fisherman 2 . Business manager

Assembly line operator - Building contractor’

‘Research engineer

NMR-1  ODD-ONE OUT--ANIMALS

1. frog é.’ sea horse

3. puffer 4, tortoise

5. tadpole 6. eel .~ ) ‘

7. mole 8. shark
~ 9, toucan . 10. salamander .
11. otter : 12, terrapin

NMR-2  ODD ONE OUT--CITIES Y ’

1.. England 2. Uruguay

3. Oregon ' 4, Ethiopia

5. Chad 6. Yukon -

7. District of Columbia _ 8. New Jersey

9. Bolivia | 10. Iran

NMR-3 PAIRED RELATIONSHIPS

1. c. weave 2. a. flour ’
3. b. taste 4. c¢. iron

5. d. swim 6. c. day

7. b. ostrich 8. c¢. sky

9. c¢. hot | 10, a. ocean

323
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NMR~4 HISTORY SEARCH

’
A' 9 . .Do _8 G.'
. ’ o
Bo 7 E. a ‘ " “ H. -
C.. 3 . F. 6 I. 1 -

NMR-5 WHICH HAPPENED FIRST?

A. 3 E.
B. 2 F.
C . 1 G . ‘4 ~
T . N\ '
'NMS-1-*- - QUOTATION MIX-UP .
. - . . , 4/./",/.
1. An eye for an ‘eye, a tooth for a tooth. '
‘2. 1 shall return. ‘ .
3. A finger in every ple. | . b

4., Every dog 'has his day.
5.' We are not amused. ,
6. Man dgth not live by bread alone. .
7. Spare“the rod and spoil.the child. '

8. Get thee behind me, Satan. |

. NMS=-2 - INTERNATIONAL SIGNAL CODE

The International Signal Code is used by sailors from all different countries.
The sailors speak many different languages but they can all understand the
flag messages. Each flag stands for a measaﬁihor part of a message. Each
ship has a code book in the language of its

code book to understand the flag or flags.

3w

LIS
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NMT=-4 PROVERBS .
- . Situation Proverb
o 1 10
- 2 11
3 15
| 4 9
5 12
6 13
7 6
-8 7
9 .
10 1
11 - 14
12 3
13 8
14 5.
‘ 15 4
NMT~5 MORE PROVERBS
Proverb Situation
1 4
2 6
3 9
4 1
5 7
6 10
7 3
8 8
9 5
10 2

325
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'NMT-6  FOLLOWING DIRECTIONS o . o ‘

A. 4

B. 2

cC. 5 N o
D. 1 )

"E. 3 !

NMI-5 ..~ WHO IS THE ENGINEER?

S

) . '
. : , . o Tally Facts - ,
Engineer Brakeman Fireman . L.A. Omaha Chicago .
Ml' . - ©

1 (-0 o im0 1 | 0

° Mr-

Jones

Q

'\. Mr.

0 | 0 | 1 | Gewe | 1 | O | 0

t .

NMI-6 WHO’ OWNS THE ZEBRA? - : - -

The Norwegian drinks water. The Japanese owns the zebra.

. HOUSES Yellow Blue - . Red Ivory =~ . Green '
! INHABITANTS Norwegian Ukrainian' 'Englishman Spaniard . Japanese '
PETS " Fox " Horse . Snails ' ““Dog. Zebra
. BEVERAGES Water Tea - Milk . _@range Juice Coffee
CIGARETTES Kool Chesterfield 01d Gold Lucky Strike Parliament
BRAIN TWISTER »

1f one and one-half men can eat one and one-half pies in one and one-half minutes,
twice as many men can eat twice as many pies in the game time. If three men can

eat three pie9 in one and one-half mjnutes, then one man can eat one pie in one ‘
and one-half, minutes. So in 30 minutes one man can eat 30 divided by one

and one-half, or 20 pies; and three men would be needed to eat 60 pies in

30 minutes.’ . '
- 327326
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NMIz7  IT AIN'T NECESSARILY SO

‘ ' 1. NO (Eclipse of sun‘and moon, and weatherman)
2, NO (Instant coffee) . '
3. YES - ‘
4 YES -
. 3.. NO (On1§ 6 floors. The observation platform is 6 levels below top.) .
6. YES - g ) o
- . YEs . o

8. NO (Not in Australia or South Aﬁcrica.)
9. NO (1900 is not a leap year.)

NMI-8 THE DIRTY DOZEN

1. The beggar was her sister.
2. They were part of triplets.

3. Moses did not build the Ark.

. 4. Survivors would not be buried. . ,
| . 5. Nine |
e | 6. ?eople would not know when Christ would be born .
7.°, One hour | o 3 R
8. The match . ' -
9. Roostef wbuld.no; iay an egg.
10. Six ‘ , ‘ .
? 11. -Wh;teJ-house on North Pole 80 bear 1s a polar bear
12. They were not playing eich other . S
5

324
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CONVERGENT PRCMCTION GAMES

These game activities can be made "t_o use in the convergent productiyn lab or
as a group activity for stuglgnts when working in the area of convergent
production, e J

. e . N .
Games may,ral’.so be.used to supplement reading or math activities thus giving
students further convenge experiences in these areas. :

‘ \ )
. Twickenham ) .
Eleven discs are arranged in a circle as shown. @ b @ .
The bottom disc is‘vacant. Object is tfo spell ' " o
- Twickenham in a clockwise direction leaving the @
' bottom space vacant again. Darker markers

move only clockwise and light markers.move .
vt = counterclockwise. A disc may jump one of the -
4 _ opposite color if there is the vacant space . @

available to land upon. Can you do this in .

4 26’moves? : _ ' . @
T % a0
| - O ®

Fisherman

-

This is a spelling game for two. One player 1s chosen to be the fisherman. S/he
mentally selects a.word and draws one dash for each letter in that word. The
other player tries to guess the word by calling letters of the alphabet. Asg a
letter is called, it 1is crossed out, and -may not be guessed again., -If the
letter called is in the word ~'the fisherman writes it on the proper dashes as
many times as it occurs. If it is not in the word,_ope line is drawn on thg\

, fisherman as shown. The object. of the game is to guess the word before the

. fishérman can catch the fish.

e




. Rules: Two or more players may play. D1al all cards evenly anong the players.:
"Each player puts his/her cards face déwn in.a stack in front of him/her. Each
.player in turn takes the *top card and turns it face up.” If it is a synbnym, of

- The object 18 to collect sets of 3-4 dynonyms . ’ ' o - .

the card face~-up in front of her/him and it will count in her/hia score.

: A\

Nguber of Players: 2 or more

o.

s

a face-up card in any opponent's stack, either player may say "Snapl" The player
saying "Snap" first -gets all the cards in his/her opponent's face-up stack.
He/She puts them at the bottou\of his/her face-down stack, and the game continuaa.

N .
The object 18 to take all the carda from tha opponents. If the playing time
ends before any player takes all the cards, the player holding the moat carda
(counting both the face-up and face-down stacks) is theﬁwinner.

§ynonym Rummy (Another type game to be used. with the same cards )

v -y

Number of Players: 2 or 4, \

Rules: Deal 6 .cards to each player. Place the remaining cards face down 1n the

" center of the table, and turn the top'card face-up bes}de the stack. ;,

L -4
Player 1 opens by drawing either the face-up card or.the top card from the stack.
S/He arranges the cards .u her/his hand by synonym a»ta and diacarda one un-
wanted card, placing it on the face-up pile. '

'Player 2 may then draw .either Player l'a diacard or the top card of the face

down stack, and so on. . : »

Each time a player collecta a set of 3 or 4 synonyms a/he may’. place them face o
ug on the table in front of her/him, If a player lays down a set of '3 cards and
any other player holds the fourth card to that' set, that other player may lay

.,

The game enda when one _player has laid down all rhe cards in her/hib hand Each
playqr then counts the cards on the table in front of her/him, and the person
with the most cards wins./ . . :

How to Make: Prepare 52 cards (13 sets of synonym cards).

P e U

Proverb Game

Number of Players: 2 to 4 ,

Materials: 1 pack of 30 proverb cards o : D ‘
1 1ist of proverbs in the set “ -
15 small sticker cards with matching picture to proverb cards _
1 story board -
4 story cards whose atortes match ;hose on the story board—-l 1or

each player . o : ..

1 answer. card to the story board : :

329
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Proverb Game (Cont.) ’ . | ’\ : ' . ’ "

A good fullow-up to this gaﬁé would be to make up your own proverbs.

Object: To seeﬁihich player can match f:lié most proverbs and proceed to match | .
the proverbs to the proper description. | ) )

Rules: Dealer deals 4 cards to each;playLr. (Five cards are deait if less than
4 are playing.) The reanaining ‘cards are sgacked in a pack in the center of the
table. Player on aealer's right starts the game by asking gsomeone for a match-
ing proverb card. (The players must ask for the miasing line of the proverb not A
the picture on the card.) If the player asked has the card, it must be given.
The player then gets another turn. When another player does not have the card
the player is asking for, the player who asked must draw from the pack. When-
ever a player makes a match s/he takes the cards from her/his hand and lays the
matching pair on the table in front of her/him. (The match is made when the"
pictures on the cards are the same. No two proverb cards have the same picture.)
This part of the game ends when th. rlayers have made matches with all pairs.

If a player loses all the cards in her/his hand, s/he may draw one from the deck
to keep in the game. S/He would get another turn if s/he lost all her/his cards
when s/he laid down pairs. ; .

Each player gets 1U points for evéry proverb card s/he has matched.

The game then continues on the story board. It;should e placei in the middle

of the teable. One player deals the sticker cards to each one in the game. S/he

should match them with the proverb- cards. With the proverb cards and matching

sticker cards in front of them, each player then proceeds to read her/his own y
story card. (It is not necessary to take turns in this part of the game.) The ' '
story cards match the story board, not only by the numbers but in the stories’

also. The players then proceed to find which of the 15 stories match the pair

or pairs of proverbs. The player then places the small sticker card on the story
board'in the square s/he thinks matches the proverb. More than one card may be

placed on a story. When all players hive finished, placing their stickers on the

story board, the players check their answers.with the answer card. Those

sticker cards placed in the wrong square of the story board should be removed.

For each correctly matched proverb and story, the player‘rec;ives 10 points. The

player with the most points from both games is the winner.

~ \

S

k4

Matl. Concentration

Number of Players: 2

Object ofithe Game: To match as many math problems with their answers as
possible. : . .

Rules:‘ All number problems and answer cards are‘;ﬁfned face down on the board.
The player starting the game turns over 70y card on the board. S/He then turns
over another card in hopes of finding eicher the problem or answer which would

* match the card s/he first turned over. If there is no match the player then




Math Concentration (Cont )

turns both cards face down and the second player takes a turn and proceeds to
turn over two cards. Each player tries to remember the placement of the number
problems or answer cards in order to make a match. When a matching pair does
occur, the two matching cards are taken off the board by the player and placed -
in front of her/him. The game ends when all pairs have been matched. The player
with the most pairs wins. Note: Each card must be turned over completely and
"placed face-up on the board so that each player may see the cards.

“in math concentration, every card 1a marked on the reverse side to indicate which

times table 'is on the boar: More than one set of times tables must be used in
. order to £111 up the board. If a player shoul’ happen to make a match by using
an answer or problem card from another table, s/he should be given credit for the
match. There will, however, be some cards left on the board at the end of the
game that don't match.

If only one set of times tables is preferred, the playing board may‘be used in a
4 .x 5 combination of squares or the game may be played completely off the board.,

How to Make: A board is marked off in 2-inch squares in a 5 x 6 (30 squares)
or a 4 x 5 (20 squares) matrix. Cards should be cut smaller than the squares
on the board, approximately 1-3/4" x 1-3/4". Math problems and anawers uhould
be printed on one side, the number of the t}gea table on the other side.

. & . .

Multipl*cation Rummy

Materials. Twenty-seven cards with “the following combination on them:

2 2 2. 2 2 2 3 3.3 3 3 3 4 4 4
4 4 5 5 5 6 6 6 77 7
| L
Twenty-seven additiona] cards with tﬁ\\following numbers on them, one number
per card: . _f,,z

4, 6, 6, 8, 8, 9, 10, 1n, 12, 12, 12, 12, 14, 14, 15, 15, 16, 18, 18, 20, 20,
21, 21, 24, 24, 28, and 8.

Rules: ' . 0

1. Mix the cards well. Then give 6 cards, one at a time, to each player. Put
the rest of the cards in the middle of the table, face-down.

2. The player at the left of the dealer draws a card from the pack. S/he then
looks at the 7 cards. S/he lays down all pairs. A pair is a question card

and its answer -card.




Multiplication Rummy (Cont.)

'3, The player 'then takes a card that s/he does not want from her/his hand. ‘ -
This card is put face-up beside the pack in the center of the table. '

4, The next player may pick up the discarded card, the card that was thrown
away ‘by" the other player, or may draw a card from the top of the pack.
3:§n s/he lays down all -pairs and discards one card as the first player

R T ' '

5. In the same way each of the other players has a turn. If all cards in the
center; of the table are drawn, the pile of discards is turned over, and
play continues as befdre. The player who gets rid of-all cards first says
“"Rummy" and wins the game. '

P

Nursery Rhyme Arithmetic

Read a nursery rhyme a .ine at a time to the players, who should write the lines,

one under the other. When the writing is completed, the players should count the
 letters in each line and put that number out to the right of the line. When all

are ready, tell the players what to do with each number. The correct answer to

the problem depends upon the correct. spelling, -except when a player misspells a ol

word but uses the correct number of letters; s/he may still get the right answer. '

Give a point for the correct answer and an extra point if all the words are ° K

spellzd cosvectly. - '

L

1. Star light 9 2. Jack Sprat could 14 . -
Star bright x10 . 90 ' Eat no fat + 8 22
' First star +9 99 His wife could +12 34
I see tonight . $11 9 Eat no lean .. -9 + 25
I wish I may +.9 18 So between x9 225
I wish I might x11 + 198 " The two of them -12 213
Have the wish -11 187 They licked x10 2130
- T wish tonight +12 The platter -10 2120
_ Clean + 5

3. One

Two

Button

, " Your
' Shoe

e
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Fish

' Materials: Mifty cards, five each of the numbersO,1, 2, 3, 4,5, 6, 7, 8,
and 9. o : R

Players are dealt a hand of six cards which they are to try tn make into books
of number families. The number families arer lecided before the game begins.

(A number family means a combination of two numbers which total whatever number
hag been decided. If 6 is the number, a book might consist of cards numbered 4
and 2, or 3 and 3, and 80 on.) New cards are added by -asking fellow players
for a certain number. If the player asked has the card, s/he gives it to the
one calling; otherwise, s/he says "Fish" and the caller draws one card from thz
Pile. The one who first makes all-of the cards in. her/his hand ‘into '"books"
wins the game. Scores can zlso be kept by counting the books made by each
player in en;h game and adding these numbers at the end of the playing period.

Sub-Add
Materials. Forty cards. four each of numbers 1 through 10.

The game is most fun when played by two people. Each player is dealt half of
the pack. S/He atacks the cards face-down in front of he- /himself.

. Then the players turn up (at the same time) one of their cards. The player

' having the card with the smaller number should subtract that number from the S
number on opponent's card. If s/he gives a wrong answer, the opponent scores a °
point Zf s/he calls out the right answer. For example, if the player turns up
a 4 and the opponent turns up a 10, the player subtracts 4 from 19. If the player
-says, "S1x" s/he scores a ‘point. If s/he says some other number and the opponent
calls out six, the opponent gets the poirt. If both players turn cards having
the same number, the first one who calls "Zero" wins the point.

The play on S'b continues until all the cards have beer turned. Then the cards
are shuffled for the next round of Add. As before, each player turns up one of’
her/his cards, and the one having the card with the smaller number starts the
play. But now s/he should add the numbers on the cards. Two rounds make a game.
The player with tie most points wins.

Convergent Production Task Cards

Task cards created for use with the convergent production factor are presented
on the following pages. Answers for exercises are presented at the end of the

section.

The task cards have also been printed on a heavier stock and sets (Stock No.
41-5-9941) may be ordered through the Office of Materials Development, 293-8140.
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e - -Tagk Card 1

USE THAT LETTER

This ac'ivity can be played with two or more players.

 Players pick a letter and make sentences using woxds beginning with that letter,

The longest senterce with the most words beginning with that letter wins.
Examples: _ : - '

@® A goat :got' 1ntothe3_4rden o
(m) Mary made many pictures.
(t) Tomny tried to tell time.

"Make the game harder by choositig a blend. Examples:

(br) 'The brown branch is broken. o
(ch) Charles chewed cherries. ’ - Co \

: !
) | '\
L S |
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Task Card 2

.‘I. ' '.'. B ;_ - RBHHING.WORDSI.

Thi. activity can be playcd vith two tnaml of two or more players or with two
players. N

! Choose a word from the list below. Each player or team writesﬁwords that rhyme

with the word. The playor or team with the most real words wins. \
hop R cap sled © hand
cat : ~ back o think . . stiek
, wing ' man hit . tip
sail " wag drum : pan
car - . tent , west sad .
. well - mill - took ’ frog
' long ' ~ clock © Jump pot

Players ﬁaY‘repqgt the game using different words.

4




i A Task Card 3 .

' COMPOSE A TELEGRAM - > o

Players 'nceded:' Three or more

-

- One student says five letters. All the other students write the letters, nnd'
then compose a telegram, using the five letters as the first letters in the words. .

_The_first player -to write a telegram wins and chooses- the next set of letters. —~
Examples: 5 : c )

WMYIT Will meet you in Texas, .
BBBTM  Baby boy born this morning. . - - -
PLATO Plane leaves at ten o'clock. -

e
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Taak Card 4
LETTER TIC-TAC-TOE '

Players needed: Three or more B

\
|

-Students make a tic-tac-toe square on paper. The cpller names 9 lettera, in-
cluding some vowels. After the caller names each letter, the players write it
in one of the squares.  Students try to place letters to make words across and
down. The caller does not look at the players' ‘’squares until the end of the
game, Then the caller decides which player has the qoat actual words. That.

- player is the vinner. Example:

'

cjajr
o|l11}]1
e]r]o . car,'§§r, cot, oil

hd ]
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Task Card 5

COMPOUND WORDS | ‘I. ‘

Duplicate the two ‘columms of‘ﬁorda beloﬁ.“ Distribute to studenta. Ask them to
write as many compound words as possible by combining words from the first and

- second colums. The first atudent to write all the compound words wins.

after -

every
ever
rail
‘bare |
base
claés
. down -
gold
air
any
lone
corn
play
-c¢lub

= .

noon |

foot - Lo
thing ‘

greén

road

“room A4 : . : , )

plane

ball

town | : ) . | c .
fish “

some

ground

where

house
field
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D L S K | Task Card 6

A

' - ' ILLUSTRATING SENTENCES o o

-Players needed. ' Two or more

g o . co

Choose one of the sentences below and fin:lsh 1t. Draw a picture to illustrate ::
the sentence. Write the sentence under the picture. Example: I feel light as
a bubble. ) |

Two students may choose the same sentence. Each tries to find differént'ways
" to end the sentence. The one with the moeolt: éndings wins.
I feel 1light as a . .. . . . bubble ) féathei" snwoflake
Myfeetareaacoldaa.....‘ : ,;
Thehouseisaswamas..... | ;
"He 's-as bigas . . . . .
She was as gentle.as . . . . .
It was as dark as . . . . .
I'mashung‘ry'as o s e s o
I'm as sleepy as . . . . .
, He's as mean a8 o o o o o
. ’ He's as slow a5 . .

339
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N
.Task Card® 7

»
Yy

" ENDING WORDS

Players needed: Two or more

‘Each student takes a turn at the sentences below. If one student cannot write

the answer the other student has a chance. Each correct answer receives one

pOihto : ' .

1. Add a blenc to make a color of the sky. _ _ue
“ 2. Add a blend to make a fruit. _ _um

3. Add a blend to make -a fairy~tale animal. .

4, Add a blend to make the leader of our country. _ _esident

..agon

J-}

5. d a blend to make a circus funny man, _ _own
A 6. /Add a blend to make a color. _/:_/:_ een
, 7. Add a blend to make a tiny/,p-éf‘t of a baranch. ____ig'
op

9, Add
10. . Add

blend to mg/ke’/a big boat.

blend to make a bird. __ow
e

ip

——

a
a

8, Add a“b}end to make v:/h,at/is done with an axe.
a
a

340
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co ' | . Task Card 8

\ : '

A NINE TRICK. (zsnp on zrnnxous)
Choose any group of numbers that add up to 9.

For example: ‘landlmdSandZ S
Write these numbaers in any order you like,

1

For example: 2 115 | | ) "
¢ This mumbar can alwvays be d:l.vidcd by 9. Nothing left ovér! Every timel

"It doesn't mattsr how many nuibbers you use in add:l.ng up to 9. ~ (And you can put
in as many zeros as you lifke. . L

"It doesn't matter in what lozfdez' you write them. 'I,‘hey. can alw';l! be ,d:l.v:ld'ed by 9. i
Does 1t wrk‘ith nine 1a? Let's see! | . | o
12345679 - . o ;o .

Yes, the answer comes out even. Let's use that number again: 12345679, (Notice
that 1t has no 8 ) / :

Now try this on a friend. .

352
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) MAGIC WITH NUMBERS

Directiond:

(-

. Write down your télephonevnumber.

Multiply thés nusber by 2. I 2
_Add 5. . " + 5
Multipl& theﬁreeuit by 50. ./ﬁxw~fx"'”“. 50
Add your age to the total and add

the number of days in a year (365). =+

» | . . " -
"When this has been totaled, subtraggf/~~”;/ﬂ
615

the key number (615) from it,— -

* It will be found that of the
remaining figures; the last two
will show your age and the first
figures your telephone number.

Task Card 9

Telephone Number
Multiply by 2

Add’S

Multiply by 50

Add.your aée
Add days of year

<
©

Subtract 4ey number




' . N
' Task Card 10

® | o 'PUZZLE BOXES | S
; ' ~A | ’ . . ’ ‘ .
1. Copy the numbers as ahown. Cross out qix'digitl 80 that what remains will ~
add to 20. ' : ' . :
| ‘i - ' 111 .
o '7 777 y
‘ 999 RPN y
.20 - .
ot ‘ |
) 2. Take the ten digits from O to 9 incluaive and arrange them in such away
v that the result equals 1, o
S e . }
0123456789 -
' ‘ ‘ & ? . ‘
(] 4 \ )'
' 7; : ,")\.
‘ ‘ ) ] - "
| ‘ ‘ -
T
}
A} / . .
35 s~
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Task Card 11

PALINDROMES ' ‘
Palindromes are words or sentences that can be read‘forward and backward and
still say the same thing. Examples: '
. MADAM, I'M ADAM
NOON

Numbera may be palindromes toé. Examples:

676 15 a palindrome

582 is not a palindrome but will become one by. 582
reveraing the number and adding. . 285 _
; e 86
6996 18 a palindrome. 1t took three ateps to 768
make a palindrome from the number 582. Choose 1635
a number that is not a palindrome; estimate ’ 5361
the number of steps it will take to get to a" : - 6996
palindrome. What is actual number of: steps

\;, ‘o

it took?




Task Card 12

CASTING OUT NINES

7/

This is a system of chgckingﬂggdition we have all learned along the-way but put
aside. Add a column of numbers: Then check for the correctness by casting out
nines in each horizontal colum. The sum of what is left should equal the sum
of what remains in the original sum. ' '

ol s w
- [RYC RV}
ool o o

o~ = W

| I | .
HOWw
[ ]
o

What number would be cast out in base 5% _ !

S
A
\..-..'
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Task Card 13

LINEUPS

N

AN
Th:\hgmber of ways 10 people can be lined up in a single file 1s given by the
N\ ' .

produc£\10 x9x8x7x6x5x4x3x2x1l, Find this number.




N
Task Card 1+

® ,, EMPLOYEE WAGES

The neighbd:hood grocer employs three clerks, each of whom receives wager of
$54.20 a veek; Also employed is a.delivery p‘rson whose wages are $18.75 a

week. How much does the grocer pay in wages each week? How much does the

grocer pay in wages in a year?




N
Task Card 15

BLACK OR WHITE? _ _ .

Classify each of these words into one of two claasifications, black or white.

alabaster pale
raven | light
cream - bright
day . ivory
dull night
albino ebony
dark sable S , ~ ' .
Jet
(4
¢
\

348




Task Card 5

afternoon
everything
airplang
anywhere
barefoot

Task Card_7

blue
plum
dragon
president
clown
green
twig

chop

ship

crow

* ANSWERS

bae$ba11
clubhouse
classroom
lonesome
railroad

Task Card

downtown
cornfield
evergreen
goldf’sh
playground

N.




: ‘ . ' DIVERGENT PRODUCTION

INTRODUCTION

Code-D Color - Orange

Divergent production is, according to J. P. Guilford, the 'generation of infor-
mation from given information where the emphasis is upon variety and quality
. of output from the same source. This operation is most clearly involved in
’ aptitudes of creative potential."

Divergent activities need to be more than one hour of art at the end of the day.
‘Divergent productior should be a pervasive process that constantly presents the
students with creative problem-solving in all areas, looking at the familiar in
new ways, then generating new ideas.

Most of the creative thinking that is generated in the classroom is product- . ‘
oriented rather than process oriented. The Structure of Intellect approach to
teaching the creative process is through the development of the following

components: . oo . ‘ '
FLUENCY - Quantity of responses.
The ability to generate a ready flow of ideas as in’
brainstorming.
. FLEXIBILITY - To take a different approach. ’
: The ability to use many different approaches or strategies in

solving a problem; the willingness to change direction and
modify given information. :

= ORIGINALITY - To think in unique ways.
The ability to produce clever and unusual responses.
ELABORATION - To add onto. )

The ability to expand, develop, and embellish one's ideas.

To be successful in the divergent process, one must be in an environment free

. from threat and judgment, and must have a willingness to be and become. This
operation is often more difficult for students who find success in right
answers. It is the responsibility of the teacher to create an environment in
which children feel free to say, '"This is the way 1'm doing ic." rather than
always saying "Am I doing it the right way?"

Creativity is a product of:

Rich experiences
Trust in self
Openness to data’
Attitudes that value change
Freedom from threat
' _ Willingness to be and become




"It has be

thi en
dinking skillg can baburxdant:ly shown “that
°% Proper treatmente Fubstantially fner  Creative-
Creative thinking ;. e first thing ;ased by meang
Comprigeg QUit: ZOt Just one mentaf ;o fealize that
Variety of th unction; 4
ingg " y 1t
\‘,\8 '

- —

TAYLOR: 'Young people who have many experiences

in turning on their creative talents will then likely use
them to function effectively throughout their lifetimes,,
“Contrarily, those students who establish non-creatfve /
patterns may continue to use only non-creative

processes for the rest .of their ZE?ggﬁﬁ,,-—"

WILLIAMS: '"Creativity is not possessed by only.a few. It l
c

of degree. Every child has some creative potential; some hav
more than others. There is a difference in teaching

reatively and teaching for creativity." v e

is universally found' in every person and exists in a matter /J
e

PARNES: "Although there is much
émphasis on creative teaching (the imagin-

,,,,-"’— ative use of materials by a teacher), relatively
less emphasis is being placed on the development of creative

behavior in the student.”

\\\\\\\ GOWAN: "On &ny kind of creat::;\;:;Tznagé )
some individuals are found Fhose creative

) production exceeds that & their fellows,
not by percentages, or even simple magnitudes;
but it is more likely ten, fifty, or a
hundred times as great. Obviously,
these fortunately creative persons
are not much different, Some-
thing has happened to turn
them on."

——— -

00

L b
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_GLOSSARY FOR SOI FACTOR DEFINITIONS FOR DIVERGENT PRODUCTION

(WISC-R Analysis)

DFC

DSU

DSR

DSS

DST

DMU

DMR.

DMS

DMT

DMI

Reclassifies perceivgd objects in various ways
Produces words fulfilling specified struéturdl requirements

Generates a variety of relations between numbers or letters

~Produces symbolic systems in unique ways

Divergent production of transformations made to symbolic material

Ability to call up many ideas in a specified élfss

—

Produces words from given words as synonyms, or as associated words

4

Analogical completions
Ability to produce remotely associated, éiever, Or uncommon responses

Specifies details that develop a scheme or variation of an idea

Q




F

o

S

/

DFU

Elaboration--Make many designs
from figures

pSU
Create Words

Rapid Letter and Word Naming

Creative Titles :
Rapid Retrieval of Ideas

. DMU 4/
Unusual Uses--Broad Categories |

DSC

%

, DFC . , | DMC °
Regroup and Reclass Figures, Classification of Words, Codes, Various Uses
Open-ended Letters and Numbers in Creative Word Collages
-, Various Ways . SRR
~ DR DSR DMR

Art Faces

' Initia -
Tie Dye Designs cg;pltliion Rhyme Production

Create Drawing
Create a Toy

Math Wheels
Unique Math Computation

i

Creative Poetry .

96¢

DFS,

Art--Constructioﬁ ’0.
Block Construction
Art Designs

, DSS o
Money Systems and Equations

DMS
Sentence Building

DIVERGENT PRODUCTION

- Monograms N

Art CO11ages

- OFT ©, oSt oM
Scribble Drawing . o
Elaboration on Shapes Vouabilary Sutldtng, Change | - RISS  ponses
anipuiation of Shapes Make Words from Big Words ° Consgquences

- Proverbs
New Endings to 01d Stories

» DFI - _ DSI DMI
Elaboration in Different ways Using Numbers/Letters to Make AImpl'lcations to Stories .
Imaginative and Geometric New Ideas Planning

Drawings

¢

Problem Solving

Creative Writing _

Semantic/Symbolic_ Elaboration

nted .with permission from the SOI CoZomng Book.)l Inst1tute 214 Main
y Meeker 1977. ,

Street, E1 Segundo, CA




COMMERCIALLY PREPARED MATERIALS

Many of the commercially prepared educational materials can be used to sup-

. plement the activities and materials developed for SOI operations.

The follow-

ing lists present materials which have been coded for the divergent production

operation. In some cases, it was found that the materials could be used for
several different cells in the SOI model and were coded accordingly. Addi-
‘tional cells (codes) are indicated in parentheses.
. . i |
Company Materials ' Code
Instructo Understanding Our Feelings DMR, DMI
Play Doh Play Doh DFU
v
\F. I. Toys Plastic Building Blocks DFU (NFU)
Colorforms - Little Red Riding Hood Colorforms DMS (CFR)
Toy Tinkers Tinkertoys DFS
Selchow and Richter o. Scrabble for Junior DMU
" Preschool Elementary Cars, Trucks (WObd) DFS
Education : . :
Books' ’
- Title \ lAuthof

Publisher
1
Little% Brown & Co

\
Harper i Row

Incentive Publications,
Inc.

2400 Crest&oog Dr.
Nashville, 'Tenn. 37205

Kabyn Beoks

Box 19663 '
Navajo Station
San Diego, Calif.

Good Apple, Inc.

92119

" The Book of THink

Making It Strange
Making It Strange
Making It Strange
Making It Strange 4
(A new design for creative
thinking and writing.)

B Gy Do

I Can Make aiﬁainbow

42 Ways to Have Fun with My Mind
52 Waye to Have Fun with My Mind
62 Ways to Have Fun with My Mind
72 Waye to Have Fun with My Mind

Dandylions Never Roar ,
Anything Can Happen .
Imagination and Me
(Records and Rooks) .

- 357 ‘}Q”

Marilyn Burns v\

"

Marjorie Frank

Leif Fearn
and Ursula Golisz-

Benson
/

Jde Wyman
and Don Mitéhq}l
<




DIVERGENT PRODUCTION ACTIVITIES '

1

Activities for the divergent production factor/ art
-hand corner correspond to the

pages. The letters (code) in thec upper right
Divergent Production Activities Grid presente
gent Production section. The answers for one
end of the section. ' )

i

j

)
’
e
»
/

(

/arejpresented on the followin

in the Introduction of Diver- .

activity are presented at the

-

B/,
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/ ‘ o IMPROVISE

’ , { . : .
Aiéee how many objects you can make from the circlés below. A citcle should be
t

he main part of whatever %bu make. With pencil or crayon add 'lines to the

circles to complete your picture. Your lines can be inside the circle, out-
side the circle, or both inside and outside the circle. Try to thihk of |
things that no one else in the class will think of. Make as many things as "~

you can and put as many ideas as you can in each one. Ade inbels or titles if
the identity of the object is not clear, : ' '
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. )

T SLABORATE . . - '
-

‘ Add;to the figutés balow to make as many different pIEturéh as you can,

- /
s .
[
.
\
)
’
—
4
-
-5
L)
. - v
b 4
- ‘.
- - .
o &
l" i
«
' .
[N
S 4
. . N
.
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Think up a“story you could tell your friends or ‘teacher about some of these

pictures. P
.. which draw’ag do you 1like best? Repeat it here, only larger. Then add°as
e many different new ideas to vour drawing as you can.

’\
C z - | // \\




like a teakettle?

t \

o ,

Are they alike 1in any other way?

Why or why not?




Why is a crab




. DFR-1- “;..\; «
(Cont.) y

Why or why not? ‘ ' ,

Are a crab and a clam alike? How?

4
L]
o 363 e |
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,‘ " SAY IT WITH SYMBOLS . | ‘
' (Originality) ,

“e:wThe signs along our highways often use pilctures orx symbols
to'glve directions to drivers. A good symbol should -enable
the'\driver to recognize its meaning instantly so that he/

" she knows what to do. Imagine that you are a designer wt
has been asked to design a symbol for each message below.
Draw your symbols in the spaces provided.

t

Bumpy Road Na_(row Bridge

Animal Crossing 3 T . Slippery Road
; 364
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DFT-1

A . - WHAT AM I? . ) |
‘ _ (Elaboration) .

These designs may suggest many different things to differant people. What does '
each one suggest to you? Write a sentence about each one. For instance, when
my cousin turns somersaults, he looks like this:




DFT-2

FIGURE ARRANGEMENT ' ‘
(Flexibility, Originality)

Use the two figures above to make a drawing in each of the boxes below. Give
each of your drawings a title. Try to make your drawings and titles as inter-
esting and as unusual as possible. The figures can be placed anywhere in the
box and can be turned in any direction. You may make the figures as big or as
small as you like. Choose your favorite to draw on a large sheet of paper. .

Tite_TBLaat off!  vive STBu clown:  Tive .




DFT-3

 STARTING LINES ,

Elaborat:ﬁe upon the given lines in such a {vay that your work will result in
something most people will recognize. The given marks must be included as
part of the figure you create. ' *




3 rag
A

ERIC . .

Aruitoxt provided by Eic:




RUMS"
(Originality)




‘ L " ORIGINALITY PLUS!

. f
. .
[ .
B o
.

. ' Begin with an ordinary paper bag or a small
cardboard box. '

Create something‘unusual and original from
your bag or box. ] -

Remember to think: o . >

.

L : Fluency g \\\\
J " L Flexibility :
Originality
Elaboration.

Don't tell anyone what you are making.

Materials you might want to use:

Rickrack Buttons i Glue ‘Stapler
Sequins Pipe cleaners Scotch tape' Masking tape
Fabrié Construction paper Newspaper String .
.Cotton Scissors Thread,

Yarn

Near the end of the activity stop
the class and let students share
‘ ' what they are making. Discuss *
ways to elaborate to make their
creations even more unusual.

Note to the teacher:

;o 37 : ‘

370 , y




" IT SEPARATE.

© SELECT THE "JUNK" YOU WANT TO USE.

- BRAINSTORM ALL THE THINGS YOU COULD MAKE. . .

B 4 * i -
AS A CL.SS PROJECT, SEE HOW.MUCH "JUNK" YOU CAN -
GOLLECT. (SEE LIST-ON-NEXT PAGE.) ALL OBIECTS .._. '~
COLLECTED WILL BELONG TO THE CLASS. IF YOU BRING -

SOME SPECIAL "JUNK" FOR YOUR OWN PROJECT, KEEP

A ’ t -
: !

)

CREATE YOUR BEST IDEA. NAME IT. % |

\

EVALUATE YOUR INVENTIONS (See ."Evaluation of Thinking.")

: il




: » ' . : DFI-1
: ‘ g P T ‘ (Cont.) ..
Suggested "Junk" Items for Children toIBrigg;ﬁb School ;A K - . :
' - Pipe cle;negs~ R | ‘ | o . . . \?ﬁ-m
. Tabs. from aluminum cans L , . .‘ : e ' l )
Styrofoam packigg‘ﬁ;te;ials 7 ST B ’
- Thread, yarn, stripg o Y :V ) E . .
Material_(fabficB | o . )
T hetal obgests (mate, bolts, ateny N T T e e L
Cardboard | | - - ‘ | -, ‘
' -paper,'pape;"cups " i' | N
) Parts of -old toys . t
* ire ' ,,"' L | o o |
Used flash cubes . | o "}'.. ! '
?apfr c}ip; L é | : o ’ ’ 3 "\ \_ s . : - ‘gt'/
 Bottle caps ' N S " ‘/
§m311 bottlas { : o -‘n.J‘n | : X . "; /’J
Other Materials Néeded _ . ) ‘
" Newspapers. (to coyer desk;) e " E
' Glue |
'Scissors 7/
Créyons'd;
Tape
Felt pens




. S ' DFI-1 .
' (Cont.) T

;”Evaluatégn of Tninking | / L . ‘ : . : ' .
This evaluition may be an oral discussion or done in writing under the teacher's
/ diréction, Suggested questions to begin discussion: -t

L8 . , .
1. Did you have an idea that you thougat would work when you started?,

/ 2. Did you end up with the.same idea that you started with? .

'/ 3. If not, did your ideas changa several times as .you were creating? -
T4, Was it easy to shift your plans or were you frustrated when things didn t\
- come out as you had planned? . . \
5. Did you come up with any idea!by chance or by accidant? _ I ?
. If so, did you build on that Y?& and add to 1t? .. | |
' B ' -
6. Did you try to combine unusual objects and use them in new ways? ; ' .
1f 80, how did they turn out? o § 1 :
: 7. Do yoh eel you learnqp anything about yourself from doing’this?
K f ao‘}what? y 4 ,
S y . p

A

'QK\ . : B “
. .

et




DFI-2
A CHINESE DRAWING

The drawing below is called a tangram (tang' ram) which means "Chinese d;awing."
It is a favorite puzzle among the Chinese people. Ue2 the pattern below.

. Paste it on cardboard, and then cut the square into pieces as marked. See how
many interesting patterns or designsd you can: make, using all seven pieces. ,
Over 300 can be ‘madef '

(7]

. Other 't:angram tasks: . ' v

-Forr letters of the alphabet with the Tangram p:l.eces.
-Form an animal using all of the pieces.

/\

/'/‘)
Set a time limit of 15 minutes. Create as many objects as you can in the time
1:I.m1t:. How many different things did you create? ‘

3¢3

374




S : ‘ | " DSU
CHANGING WORDS - h

Discuss rhyming words and words that begin and end alike.

Write the word make on the chalkboard and havg students respond orally with as
many words as théy can that .contain the samc vowels in the same order, but
with different consonants, : : "

Using '"Words for Cards" (on the next page), give each student a card on which
1s written a simple word. Students list on paper as many words as they can
that contain the vowels ia the same order but with different consonants.

This activity can he repeated using-nonsense words.

V

@

w

-~

n
w




. il DSU
(Cont.)
» ,
words For Cards : . '
. @
. o -:
. “ﬁ, :
. \ '
v by
_table ) cray&n
v " ' ’
) : A ' i
used button oy
1 ©
hole . tiger ' \
. frame rope B
.
. poke tale
cute rice - : '
u r'd v
e”é :“
paper waste
‘ '
. bike .
:‘.
3<H .
0o ° | 376
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\ ~ ‘-
. DSV .
! at v ¢ (cont L} )
- Nonsense Words .
a . * .
4 . v ) ‘
] . -
v N L ] Y
, wedo zemp .
’ A 1 Q * .
L4 v 1\ . ) b
‘ goze turzen
/ o
° ~ . _ »
vofe ) Jabe i
" t3
qidden \ *kace s
. 1
@ ° “
) ' -
gare wectob
v N '
- yume cime ,
- ' [
. , .
) A v AN o
fijke hoje
binnen
&
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i v

FISH FOR NUMBER SENTENCES

A

Make as many number °°

sentences as you
can by using the
numbers below,

Example s

2+6=38

Set a8 time limit.
. See who can make the

most sentences.




i o ' ' Dsm2

-

How many number sentences can you make from ﬁo:o'l ]_Salloénl? '

. v .
l'!xanple:' ‘ 1
| J.'3+4-7. g
| 2x4-8‘. ‘
s
- . :




.

. SHOPRING

Tom wants to.buy the ball for 26¢. Wr;tg down all the different combinations

»

of coins he could use. How many combinations are possible?

ERIC

Full Tt Provided by ERIC.




- : ] . TOP,SECRET
e .

You can invent your own cddg. Fill in the blanks below, each ;vii:h a different

.’*ﬂl ; r . M . n
| \
_ o . . , .
4 Use your code to write a message, ‘story," letter gr note. Trade with a friend
. " to decipher. , : -




B o L S - N e Y
N\ < \
' . L4 7 n n\\ .
, - . ¢ \_\ psr_l
‘ . L P . . - ) A ."_ B . ’ N co S |
- U ' - .. N : - ‘ - - . B
L N N You need: . ' i
- S .- ox ﬁ SN
. . ol -Graph paper .
‘ ~ =Pencil - ¢
.C , L o ‘ - ) . .
: ' ‘~List, of words  (You can”use your spels:
CREATE - . ling words or any list of words you '
X - o are studying. Or make up your own
S - )
s
v *
‘W ' .
’ 0 Al %o
) a.\“ .
R e °
D -l
. 3
Construct your very own crossword puzzle using creative and cleveér clues. . . .

Clues can be in the form of aliite‘iations, rebixs, similes, provei‘ba, or any

other type of play on words. ' 1

. . .
€} IS E -
N . ) * . ,

Be original! | . o

391

Note to the teacher: Some students may need to work with croaswordlpuzzles ‘
. prior to creating their own in order to become familiar with form and '
~ construction.

~

382




SAY IT WITH PICTURES

13

oy ’

The ancient Egyptiana sent messafes to each Gther in pictures called
hzerogiyphwe..‘?‘ Say: hy-ro-GLIF-ics. Use the symbols below to.write a mes-
sage. " Notice- that there are no pictures for ‘the_ letters G, J, U, V, W, X, Y,

and' Z. Use our alphabet when- you need to. Exchange messages with a frienk o
and decode. Lo . : . ~

4+

.

£ [




BRAINSTORMING

OSBORN'S FOUR BASIC RULES FOR‘GENERATING ALTERNATIVE HYPOTRESES

1, CRITICISM I8 RULII OUT. sdverse judgmentomust be withheld until lster.
- Judgment is deferred. °~ | L - B
. 2, "FREE WHEELINC" IS WELCOMED... The wilder the idea the better.- It is easier
to tame down than to thimnk up. A wild idea’ may triggerbjust the "right"
ides. A nonrstionsl iﬂes msy suggest a sound useful one, Sk
;. .
QUANTITY 18 DESIRED The grester the numker of idesd, the moie the likeli-,
hood of winners. An obvious, small idea. -may stimulste an unusual big
idea. . . L _ oh
, 2 ‘ . . . ~ i -. ‘a )
COMBINATION AND IMPROVEMENT ARE SOUGHT. Hitchhiting' i8 encouraged.. -1
addition to .contributing ideas of their own, group members should suggest
how the ideas of others can be turned into BETTER ideas or how two or mdre
ideas’ can be joined into- sti11 another ides.

-

: J . L}
- IDEA SPURRING WORDS ‘

-

S Subsgtitute (nsterisl, color, function, quality, etc.)

C Combine (unite, join, embody; assimilate, hlend, etc.) ...'

A

A Ads;t, add (conform, reguldate, adjust, fi:, etc.)-

"M Magnify (all, make larger, multiply, stronger, etc.) .
Minify (subtract, divide, make smaller, etc.) :
Modify (trangform, alter, vary, moderace, etc.)

P Put to other uses (as is, altered, reversed, etc.)

& gliminste
R Reversr. (invert, transpose, other side, otherlfnd; etc.)

Rearrange (whst are component psrts, how e]lse used, eté.)
With any idea the above spurring words can be used to enlarge your store’ house ’
,or pooi of ideas, hypotheses, possible solutions, and so on. - " P
Criterion: A ysrdstick a stsndsrd of judging, a rule to test by which sny- .-
thing is tried in forming a correct judgment respecting it. Each hypothesis:
and every hypothesis is judged by one criterion and then by the second criterion
and sc on until every idea. (hypotnesis) has been evaluated b¥ each criterion.
Finally, a decision is made about the best hypothesis. Then an effort is made
to improve this hypothesis and make it a better onme.. .

393




éive each s&udent.a’éard, "How many ua&s..." KSee following;;agea.) ‘
Students recg;d as pany words as they cin‘iﬁ three minutés.;

°Studente pass cards and‘be:in with a new card,fpr|£hvee additional minutes.
Pass cards thrge‘tb foptrtimes. o ) :
Share lists. .

This activity can be ‘repeated. ‘Have the students brainstorm new "How many

. '
S

£, -
. & ,
. L
- . : -
: .

41

-
R4

ways..." questions to be used. . o —
) .\ r)
S »
~ e !

. . J ’
39

! ..J" )

. 385 '




DMU-2
(Cont.)

"How many ways..."

-

How many ways can a tree look? How many ways can a castle look?

%

“
.

How many ways can a.lion roar?

«

\

%

Id

.

How many ways can a sunny day fkel? How many ways can a person speak?




r . ' } B ' " DMU-2
, ' * . (Cont.)

"How many vays..."

‘ i ' IS
B

w

How many ways can sandpaper feel? . How many ways -can a haynted house look?
, ’ . 4 [
‘ W
¢ )
] 3 N
J .
How many ways can a camel move? "How many ways can a scream sound?
, .
& . ’ ’ ’
How many ways can an ice cream sundae How many ways can a fish swim?
taste? . .

39,

Q ' 387
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u

ALTERNATE USES . .

We can often find uses for things that were originally
intended for some other purpose. For example, children
sometimes use old boxes for doll houses or as a place to
keep their toys. For each of the following objects, list
as many interesting and unusual uses as you can_think of .
Let your mind wander, and try-.to think of some uses that
no one else has ever thought of. List all the ideas that
come to mind, even if they seem silly or impractical. You
may change the objects to sult your purposes. Use the
back of this page if you need more space. !

01d automobile tires

Old newspapers

q

388




DMU-4

FLUENCY HAS A BETTER IDTAi!!

Think of all the possible ways youtﬁould get to school in the morning.

"

Think of all the ways you could peel a banana without using your hands.

Think of all the titles you cahvfor a new popular song.




DMU-5

THE PAPER CLIP

A _
Turn on your imagination and list as many different uses for a paper clip .as
you can think of. If you need more room, feel free to use the margins or con-

- tinue on another sheet of paper. Do this activity by yourself or brainstorm o
with a small group.

1. _ 11. =
2. 1.
, 3. 2 3 | 13.
4. - - 14.
5. | 15. <
6. 16, ‘
7. | 17.
8. " B 18.
e, 19.

10. 200




. | - THE PENCIL

" Turn on your imagination and list as many different uses for g pencil as you
can. If you need more room, feel free to use the margins or continue-on
another sheet of paper. Do this activity by yourself or brainstorm with a*

' small group.

1. 11. |

. > <]

2. - 12,

“3' : . : 130 . ) . . . . ‘




WHAT EVERYONE SHOULD

I. Purposes of brainstorming

A.

v“ .' ! ‘
. _ . DMC-1
. a4
KNOW ABOUT BRAINSTORMING BUT WAS TOO BUSY TO ASK

To create a great number of ideas which lead to more quality in those

ideas.
ideas without fear of criticism.

B. To open people up to sharing

C.  To enable members of ‘the group to build on each others' ideas.
II. Procedure - : ' ' .

& The leader states a definite problem.

F. Leave on the chalkboard those 1

IV. Each chi

A. Making a labeled diagram or' desi
B. Making a model of the idea.
C. Writing an explanation of h
D. Creating an "{nvention' o

III. After brainstorming, discus

1. Make it specific and simple.
2. Examples: '

a. Namé everything you can think of that is soft, white, and

, edible.
'b. What other uses can you
c. In what ways would you
easier to use?

think of'for’a TV tray?
improve a school pencil to make it

~

State the rules for brainstorming.

o

No criticism. All ideas are accepted. . : _
as way out as you want®to make them.

Someone may give you an idea you .

1

2. Make your ideas free wheeling,
3. Build on the ideas of others.
can elaborate upun.

Restate the problem and as the children give their jdeas, 1list them
on the. chalkboard with. NO comment. " : :

After 15 to 20 minutes, stop the brainstorming and comment on the

. amount and variety of responses.

e set up, such as:

'

Evaluate each idea by gsing standards you hav

or does it create new ones?

1. Does it actually solve the problem,
!

(Does “it build or help society?)
2. 1Is it possible to use the idea either now or in the near future?

(1s it practical?)
3. Are human beingé really able t

o handle 1t? (is it compatible
~ with human beings?) . : .

deas the children deciae meet the

criteria.. o

8 feelings and how the ideas came about.
1d may take any idea and develop it on his/her own by::

gn of the idea or object.

is applicétion of the idea.
f his own'by combining the ideas from the

chalkboard. 394 ..) 1




LIST BEFORE YOU LOOK

H

Making 1ists is another way to take on problems. Mostly pedple make lists to
help them remember things. Like ahopping lists. Or chores. Or homework.
assignments.” Things that have to get done.

Another use for ligts. ia to help you think In two ways. By looking at things
in different ways. By looking at things in more ways. . - : :

Hereuare-some list-making warm-ups. You can do these exercises alone or with
a friend. Comparing lists is fun. (Don't use skimpy pieces of scratch paper.

Give yourself some.space to list.) - I

1

_ ‘Things You Know "
e ' ) L
., These are things you need to pull out of your memory. The idea - -
1s to list Jots. Na time limit. .Stop when you've thought of

all you can. ’ - S

List all the foods you can think of that are yellow.
List all the games you know for two people to play.
List all the things that bug you.

_ List all the ice cream flavors you can think of .

There are some things you should notice while you're listing. How
did you get started? After you've listed all the easy ones, what:
did you do? How, did you decide when to give up?




~ Things That Could Be
These 1ists are not of things you know. They are of things you
could do with what you know. This time, set a time limit for each
1ist. Two minutes. :

List all,the uses that could be made of an empty tin can.

List all the ways you could -make a skateboard g0 uphill by
itself.

List all the ways that a kid could earn money.
List all the things you could do to improve where you live.

How did this kind of 11st compare with the first warm-up? Did the
time limit make a difference? Which lists were longer? Which
were more fun to do? v




DMC-3

- y

T 7T FLUENCY GAME

Discuss the word fluency.

Divide the group into teams. ‘

Assign a topic for the téam to braingtorm, such as uses fbr an umbrella.
Allow 5 minutes for tbaq brainstorming and listing. . . ' | .

Discuss 1lists and record ideas on chalkboard. ) o .

-]

Students return to group and add to thelir lists something no one else has

thought of. _ ' ' -

& o 7 . ' . ' *
Discuss: How dues the second list differ from the first? ’ ”

©

d - b




- DMC-4

SRR - J ) ¢

" CRUNCH, MUNCH
(Fluency, Flexib;lity)

Some of the words in our lapguage imitate sounds. Think about each sound

listed below and then see if you can think of a few words that describe that
sound. Don’t be afraid to make up some words of your own. A few examples are.
given to help you get started. : - ) "

\

The sourid of people eating potato chips

, , _ .
- wm/

* n

v

The sound, of church beils ringing

- The sound of logs burﬁing in a figfplace

' 4 ™

' The,sound of a typewriter in action

*

" — -~ -

The sound of racing cars in a race

“%

b K

RS
foswany




Try writing sone solutions to the situatjions listed below.

to brainatorm at a time.

i WRITING'SOLUTIONS

DMC-5

See-one situation

1. Write as many ways as possible to handle being lost in a cave and having

laryngitis.

any oroperty.

-
’

1y

-

-

v

L JN

4, -How many ways can you think of to earn money for 8 bike?

5. How many ways can you

" =Your chair

-Your teacher's desk
-A pencil

-And on and on

think of

to improve almost hnyth;ng!

«

List as many ways as possible to get into your locked car without 1amaging

3. How,&any waya can you think of to open a paint can that has A'stuck lidf




INVENT AN ANIMAL S - .
étudy the imaginary animal pictured and described below, and then create your

~own imaginary animal, combining the attributes of two or more real animals.,
Draw a picture of your animal. Describe it and write a story about it.

(A) THE RABGERISH (Name of imaginary animal.)

(B) This is d:timid, wild aﬁimpi who loves to eat sea carrots. (Description.)

* (C) . As- he was grazing around the bottom of the ocean munchiné on sea carrots,
he stubbed his big toe. (What happens to it.)

(D) "My feet hurt!" (What it might say.) « L
B - 9 . . .




. . 4 4 - . / B T 8 ,
v . " - .,
Wt . - ¥ . ]
e 4 . A ' ’~ ms-z
1) . . '
“ B . o . ; p
' . . ' : L ' . ‘ONE.. o0 ' - !
Finiéh this story. Use 1 or one as many times ‘as
- you can. ’ R
‘ -One,/dn“ Mary wanted to buy one gumball. - Mary met -
', .one of her friends one block away from the-store.
¢ ; Kathy sa:l.d, "I have only 1 ‘penny, nary. : :
"Tha; 8 funny. ' 1 have
-— - 9 N
e ' ’
; - — : ~
N !
. ‘ . 7 . T -
L -\ ! < ‘.
v > .. - -
i - .J -\. ; 14
¢
. f .
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., DMT-1
SENTENCE SYSTEMS - -

¢ ‘ , N (

© . . .
’ “ .
\\.——-""" ’ ¢ J

The first letter of “each word is given below. Using .these letters make 5 different sentences,

- “ - r
RS R , )

¢

K f ) o
g f ‘ T
Y.
g - f T
£ r
\
f r




DMT-2

TRIXIES

. . “ :
. X . “s
~
i R el

Trixies are disguised words. If you find the word I directly under the word
/ atand you know ‘that this represencs "I understand."” If you see the word shall
in small letters enclosed in the word deed, you can correctly conclude that
this combination.is "shall indeed." To start you off, the answer to No. 1-is:
"To overthrow the U. N would incur 4 darP period in history "o s

Throw ™ UN INwos CUR HISETORY

2.'38§;Tite' “whose ()

. 8
o : ’ 4

L TEN
3. The , Qﬂ and the slept

EX 28 AMS - y
4. confident does SUret RE 68
: v

COHEr | °
S..dJdohn " 9
~ Mass

6. VEST afine MENT when UR* O

Stand - TE “ND 2 Taking

7 . | . Throw my

8. She herself DIG *'t" NATION

Full Tt Provided by ERIC.

ERIC . . ., \



DMT-3

A LION STORY

-—_ A big lion came into the dedk and ate all the walls. He was 8o shiny he
never had enough to think 8o airplanes kept away from him. He galloped through
the table, flew up to the door and hit his beak on the wastebasket. He was 8o
long he met his atem as he oame through the other window. He liked to sleep .
‘through *he rain, but other chickens wouldn't talk to him. His squeak was out
in the dark and 8o many people would not travel with him. He left the oarpet
and decided to go back to the bank and leave as he came in through the lamp.
He'was often in the chair but took good care of his ear.

o

)

A}

Rewrite the above story, substituting your own words for the words in the story
that do not make sense.

Share your stories with the class.

[




DMT-4

| "I COULD HAVE BEEN, BUT..."
$ ‘ . l'l
_Discuss origindlity.. Discuss the fact that the ability to transform words or
ideas into clever or unusual responses is an asset to anyone's speech or writ-
.ing. Try this activity: :
Introduce examples of "I could nave been, but,.." The students should be
» - asked to think up an unusual or clever Tesponse .to the following examples:

1 could hsve been a firecrscker (but my pop- wouldn t let me).
I could have been a chimney (but I wasn't allowed to smoke).

The teacher :should point out: that the nntecedent must be relsted to the
product or -consequence. .

..Divide cldss into three to four:groups and give ‘each group three to four
cards of antecedents. (See following pages for cards and possible
solutions.) i . .

'Groups brainstorm for clever responses to sntecedents. ' .

2

After 10 minutes bring groups together to shsre their responses.,

Break into groups once more to brainstorm their own antecedents and conse- '
quences_or products. : =

' Bring groups back once more to share their antecedents and consequences or
products.

\




| - | | - e : ~ DMT~4
. ' . : . , | .(Cont.)

Antecedent Caer

"
1. | ' “ 2,
' I could have been a tower but I would have been a knife but
/ . ' : . e
30 ' o l‘o i L “
I conld have been the wind but I could have been a tailor but ___ ‘ |
5. | 6. - |
I could haQe been a steam roller but ) I could have been a magician but




DMT-4

.(Cont.). y

1. | - '8,
) . \ - ) .

I would have been an electrician but - I would have been a clock but

9. . . ‘
‘ I would have been an actor but - T would have 'been’ a .pviece of elutic‘

but
u, " 12,
I could have been a window but I could have been a door but
ws 415

I\l




DMT-4
(Count.)

3.

°
L
B

I could have been a light but

J—1

14.

n

I could havé'been-a circle but

N

15.

1 could have been a trumpet but

2

16.

!

I could have been a picture but __

[

I could have been'a verb but

18.

I could have been Tarzan but _

"

415

406

‘ . r
.




¢

3 N - \\\\\\; ‘
p&-,m- Solutions | s

1. ...Iwouldn't ttaﬁa for it. . '
2. .1 éouldn't cut ic. | .

3. ...5blew it, . :
| s, oudt just didn't seam right.
| 5. ...it was too ﬂpprenlinj. ’ e 7

6. ...my ambition kept diupp&ring.' S
7. ...the idea ihocko; my parents.: o

8. ...that vgi too alarming. )

9. ...I couldﬁ't_play the;?agt. |
10. ...but that“w;hld be.atretchiag it. J N
11. ...it vas a real pané.... | o | .
12, ...I wouldn't handle {it. |
{3. A | wann'tfbright enough. ) ",/
14. «+.1 wanted to go straighé. | ’
15. ...the idea vas band. .
16." ...I ;;a framed.
17. ...I_ﬁal too.tense. '
18. ...1 éouldn'tlswing ic. o ._ .

y ) - .
417
407
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Notiee the‘play-qp words in each example. “Try to create more-sillyaexampieé
like these. . ' . .

1. The artist who couldn't draw flies.
o .

) 3\ . )
+ 2. The owl that doesn't give a hoot. Co - .
3. The secretary who isn't the type.

3

4. The Ehhugfe?r who can't drive a nail,
. 5. -The'outfielé;r who couldﬁ'f catch a bus. e
6. The uﬂhgrtakér who wouldr't buf§ the- hatchet..
7. Tﬁé derm;tolggist whose pati;nts got uﬁdeé his skin.
8. The puppeteef wh;ﬁwouldn't string along. |

9. The butcher who made cutting remarks.

10. 'The weight-lifter who couldn't re‘se the rent.

415

408

]




' ALLITERATIONS

allitoration is the placing together of two or ‘more words beginning with the
same or closely . linilar words. o .

BEEY

Short AlITterations | . o
!

'° 1. Busy bee ' : - o,
2. Fair or foul .
3. Higgledy-piggledy ' Ce
4. Now or never ° ) . o
S5 s, Spick and span - . e

. - - 3

_ ngglAlliterntions

s E 1. A noise amoys an oyster but a noisy noise’ annoys an oyster more. '
R 2. How much wood would a wood chuck chuck, if a wood chuck could chuck wood.
3. 81|ter Sulie, seated -serenely on the satin loﬂa, sews silk socks.

"'Logggx Alliterationa

<
L}

c o, 1. She sells sea shells on the ‘sea shore. The shells she gells are sea shells
I, I'm sure; and if she sells sea shells on the sea shore then I' ™ sure lhe
‘ sells sea shore shells. g

.2, Swan swam ove: the sea
' Swim swan, swim '
°  Swan swam back again. ’ °
_ Well swum, swan! >,

o

. 3. A skunk stood on a atump. The stump thunk the skunk stunk
. - But the skunk thunk the stump stunk;

\ .
Alliterative Proverbe

Many proverbs owe much of their popularity to &lliterative appeal. Not only do
. 11ke sounds pleale the ear, but they assist the memory. Here are a few:

1. The fat_is in the fire.

- 2. As fit as a fiddle.
3. Last but not least. |
4. Practice what you preach.
5. A barking dog’'seldom bites.

Now see what you can do. Be divergent and think uﬁ some alliterations and
alliterative proverbs of your own.

4




STRETCHING EXERCISES

(4

What FOOD:is like SHOE LACES? -

4

-

Why? .

—p— ”r

A SNOW-TOPPED MOUNTAIN.1i8 like .

because

O

v -

Why?

410




‘ ', WHAT AN IMPROVENENTI!! .
Try to use your originality and flcxibility in uking some object. better._ |
Remenber some of the t:hingl you can do to inprove on what we have now.
Look at the attributel (chara%tcrilticl) of t:he object and decide how you __ :
could c